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Take a moment to customize your soldier and vehicle 

loadouts before joining a game. 


PRO 


Welcome to the official game guide for Battlefield 3. If you're a veteran of Wake Island, Karkand, Verdun, or Arica Harbor, you know why 
weVe starting with multiplayer. While the new single-player oampalgn offers a great story and plenty of memorable moments, it's only a 
small part of Bafflefisld 3. The multiplayer experience is the other part. Playing against others and working together as a team with members 
of your squad adds an entirely new dimension of intensity and fun. Plus, earning new ranks and unlocks is incredibly addictive, making 
hours melt away. So before jumping into a multiplayer match, make sure you've set aside plenty of free time. After all, who needs sleep? 


Okay, this really isn't a new feature. But it's back by popular demand 
and it really changes the pace of the game, especially if you're used 
to the Bad Company senes. By lying prone you not only make yourself 
a smaller target, but you also greatly increase the accuracy and 
stability of your weapon, particularly when using a Bipod. The ability 
to go prone also makes it much easier to conceal yourself within high 
grass and shrubs, making it extremely difficult for opponents to spot 
you. To better conceal your position, consider equipping a Suppressor 
or Flash Suppressor to minimize mjzz s 




Make a habit of dropping prone, especfaWy if you find yourself 

in an area with no caver. 
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If you're a grizzled Battlefield veteran, then you can jump online now and feel right at home among the whizzing bullets and exploding shells. 
But before rushing into action, here's a quick summary of the some of the new features and gameplay mechanics. 


While veteran Battlefield players are accustomed to being 
rewarded with new weapons and gear as they progress through 
their multiplayer career, there has never before been so many 
customization options available. Each class, weapon, and vehicle 
has its own unlock progression, allowing you to unlock a variety of 
upgrades, accessories, gadgets, and specializations. When choosing 
your soldier's loadout, you can choose a primary weapon, a sidearm, 
up to two gadgets, and a specialization. Taking customization even 
deeper, each primary weapon can be outfitted with a scope, as 
well as primary and secondary attachments. You can even choose 
loadouts for vehicfes, selecfing from a mix of unlocked upgrades, 
gadgets, and weapons. The nritere you play, the more unlocks 
you acquire. So don't forget to visit the loadout screen to make 
adjustments that best fit your style of play and the current needs of 
your team. 



















SUPPRESSION 



!f this is what your screen looks Hke, find cover fast! 
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A single rocket hit no longer destroys light vehicles iike this 
Vodnik — but it may kilt some of the occupants. 
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Even if a player declines your revive attempt, you stili get 

points. 




The new suppression system will definitely make you think twice 
before exposing yourself to incoming fire. If incoming rounds hit you 
or strike anywhere close by, you become suppressed. When you're 
suppressed, your vision is blurred and your weapon accuracy is 
greatly diminished. However, the effects of suppression pass quickly 
if you gef out of the line of fire and seek cover. The new suppression 
mechanic can work in your favor, too. Even if you don't have a clear 
shot af an opponent open fire in an affempf fo suppress them. Any 
class or weapon is capable of suppressing, but the support kit's light 
machine guns are the most effective. The large magazine capacities 
of these weapons allow you to lay down sustained heavy fire, which 
is ideal for keeping an opponent's head down. Each player has an 
invisible suppression radius around them. Simply landing rounds 
within this small radius suppresses the target The new Suppression 
Assist score [50 points] is awarded if a feammate kills an opponenf 
you've suppressed. 


In Battlefield 3, vehicle damage has been complefely overhauled. 

Now if vehicles take light damage, they slowly regenerate health 
on their own, assuming the vehicle stays out of danger and avoids 
taking damage for several seconds. However, if a vehicle takes 
heavy damage, it catches fire and becomes disabled. At this point 
vehicle speed and mobility are greatly reduced, but the weapons still 
function — ^the loss of speed and control is extremely dangerous when 
piloting a jet or chopper. While disabled, a vehicle’s health slowly 
declines until it eventually explodes. A disabled ground vehicle can 
be repaired only by engineers. Jets and helicopters in flight have 
the benefit of deploying the Fire Extinguisher upgrade to put out the 
flames and restore control. As a result of these changes, destroying 
vehicles outright is much m'ore difficult; you must disable a vehicle 
before it can be destroyed. Meanwhile, the crew of a disabled vehicle 
have a critical choice to make: Do they stay with the burning vehicle 
and try fo score more kills? Dr do they bail out and attempt to find 
cover before their ride explodes? 


The ever-popular defibrillator returns, this time as part of the assault 
kit. Reviving fallen teammates with the defibrillator remains a great 
way to keep your squad and teammates alive while scoring some big 
points for yourself. But this time, the soldier you revive has a choice. 
They can either rejoin the action or return to the spawn screen and 
deploy from a new location. This allows fallen troops to avoid being 
revived in a hot spot only to get killed as soon as they come back to 
life. Regardless of the decision made, the soldier who performed the 
revive still gets the standard Revive [100 points] or Squad Revive 
[110 points] score. But if a revive is declined, the team loses a ticket 
instead of being refunded one. 
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Feel the need for speed? Spawn directly into 
the pilot's seat of a waiting jet 


Like the ability to drop prone, jets aren't new to the Battlefield 
series. But they're back, adding a new layer of intensity to the 
conflict. Initially, jets are equipped with only a cannon that useful for 
performing strafing runs and shooting down enemy aircraft. Like all 
the vehicles, jets have their own reward progression; you unlock more 
powerful air-to-air and air-to-ground weapons including heat-seeking 
missiles, Rocket Pods, and Guided Missiles. So choose your weapons 
carefully based on your team's needs. It they need help knocking 
out tanks, choose Rocket Pods or Guided Missiles. If your team is 
constantly being harassed by^nemy helicopters or jets, choose Heat 
Seekers to shoot down these threats. Veterans will be happy to know 
that all aircraft [jets and helicopters] have their own spawn points. 

So instead of lingering on a runway waiting for a jet to spawn, simply 
hold in the spawn screen and spawn directly into the pilot's seat 
when a jet or helicopter is available. 
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Be ready to issue attacl^defend orders when you become 

the squad leader. 


V 



Each squad now has one squad leader who is tasked with issuing 
attack and defend orders. Squad leaders are assigned at random 
and are the only squad members who can issue orders. When you've 
been seleeted as the squad leader, a message appears on the screen 
informing you of your new job. Your name also appears at the top of 
the squad list on the left side of the HUD and is marked with a star 
icon. As squad leader, you can better direct your squad by placing 
attack or defend orders on control points and M-COM stations. Once 
an order has been placed at a location, any kills that occur within a 
wide radius of the given order results in points for both you and your 
squad. It's a simple mechanic, but it's a great way to keep your squad 
focused on one location. 
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BATTLEFIELD BOOT CAMP 
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Ar© you new to Battlefield? If so, lumping into a weli-established online community can be a bit intimidating. But there's really nothing to fear. 
Regardless of your experience or skiii level, there is a roie for everyone in Battlefield. In fact, this is one of the only online shooters where 
you can post a big score without even firing a single bullet. In this section we take a look at the basic gameplay mechanics as well as the 
different multiplayer game modes. 



The heads up display, or HUB, is the way that vital information is displayed on your screen. None of the items on your HUD are there for 
aesthetics. Rather, they are there to help you accomplish your objectives and keep you alive. Here's a brief explanation of every item on the HUD. 
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Before spawning 
on a squad 
member, make 
sure they're in 
a relatively safe 
location. 






When you first join a game, the spawn screen is where it all begins. 
Before immediately jumping into the game, take a few seconds 
to choose your class and gear. It's possible to switch primary 
weapons from the spawn screen, but if you want to make more 
adjustments to your kit, choose the Customize option. This opens a 
new screen allowing you to select different sidearms, gadgets, and 
specializations. You can also customize your primary weapon with 
accessories you've uniocked. Once you're finished adjusting your 
loadout, return to the spawn screen and figure out where you want 
to join the fight. If you're in a squad, you can spawn on any living 
squad member. Or if a recon squad member as deployed a Radio 
Beacon, you can spawn at its location, Depending on the game 
mode, there are aiso bases, deployment areas, and control points 
where you can spawn. New to Battlefield 3, if there are jets or 
helicopters available, you can spawn directly into the pilot's seat of 
these idle aircraft. US troops can also spawn directly into the AAV- 
7A1 AMTRAC, an armored vehicle that serves as a mobile spawn 
point. As you can see, the spawning options are numerous, in most 
instances you should spawn on or close to your squad so you can 
provide support. But if your squad is in a tense f refight, sometimes 
it's safest to spawn at a iess dangerous location, otherwise you 
may get killed as soon as you spawn into the game. 


MOVEMENT FUNDAMENTALS 



S 

Sprinting is 
essential at 
the beginning 
of match as 
players race 
to capture and 
defend key 
locations. 


Moving your soldier around the battlefield is simple, especially if 
you've played the earlier installments or other first-person shooters. 
When standing, your soldier jogs at moderate pace, which is ideal for 
getting around areas where threats are minimal. While crouched, you 
move slower, and while prone, your movement is literally reduced 
to a crawl. However, since you are lower, you make a smaller target 
for the enemy to hit and you can more easily duck behind cover. 
When advancing against an enemy position, it Is best to move while 
crouched cr prone, as it is harder tor the enemy to detect you. These 
lower stances also cause the reticle to tighten up, indicating an 
increase in your weapon accuracy, So make a habit of dropping to a 
knee or down on your belly before firing a shot. 


At times, it is better to move fast, by sprinting. You can't use 
weapons or equipment while sprinting, but you are much more 
difficult tor the enemy to hit. Sprint when you have to cross a 
dangerously open piece of ground as you move from one position of 
cover to another. But never sprint in tight, confined spaces where 
you're likely to encounter enemy troops, if you encounter an enemy 
at close range while sprinting, chances are you won't have time to 
stop and aim your weapon, giving the enemy a huge advantage. 


■ [ CAUTION ] 

I 1 

Some maps feature deep bodies of water, allowing you to swim. 
Avoid swimming at all costs. While you're in the water you can't 
access your weapons: you are a sitting duck. 

I I 




If you bail out 
of a plane or 
helicopter, make 
sure you do so 
within the map's 
boundary. 





Whether jumping out of a damaged aircraft of hopping off a tall 
building, you can avoid cratering into the ground by deploying 
your parachute. While in free fall, press the jump button/key once 
to open your parachute. You can slightly steer the parachute 
with standard movement inputs. But don't expect to travel great 
distances in your parachute, as the descent is rapid. It's possible to 
fire your weapons during the descent, but your accuracy is greatly 
diminished, If you're descending directly over an enemy position, 
consider dropping grenades — just make sure they explode before 
you reach the ground. But the longer you're in the air, the more 
attention you're likely to attract. For this reason, free fall for as 
long as possible and open the parachute just before you reach the 
ground. This is a great way to sneak into enemy-held territory. 



While moving about the battlefield Is a major part of gameplay, the 
sole purpose of movement is to place yourself in a position where 
you can use your weapons to engage and eliminate the enemy. You 
have access to different types of weapons. However, the controls 
for using these weapons are fairly common. 
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Always spot a 
target before 
opening fire 
to alert your 
teammates of 
an enemy's 
presence. 


Before you attack your first enemy, you must first learn how to 
spot them. When you have an enemy player or vehicle in your sight, 
press the spot button/key to highlight it for your team. This places 
a red icon on the HUD and minimap, showing your entire team 
where the enemy unit is. Enemy infantry show up as red triangle 
icons while vehicles are represented by red vehicle icons. Targets 
only remain spotted for approximately five seconds, but that's 
usually more than enough time for your team to take notice of the 
threat. Also, once the icon disappears, you can spot the target 
again as long as you've maintained a line of sight. If a teammate 
kills the target you tagged, you earn a Spot Bonus worth 10 points. 
So consider playing as recon with a high-powered scope and 
simply spot enemy units tor your team. Even if you don't fire a shot, 
you can still rack up a decent score. 
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Ouch! Turn 
around period- 
ically to avoid 
getting knifed in 
the back. 


The knife is a standard-issue weapon avaiiabie to ail players, 
regardless of their class or rank, When approaching an enemy from 
behind you can kill them instantly by attacking with the knife. But 
if you attack an enemy head-on, it now takes at least two swipes 
with the knife fo score a kill from the front — a new game play 
mechanic introduced in Battlefield 3. So if an enemy is looking in 
your direction, think twice before attempting a knife kill. Chances 
are they'll shoot you in the face before you can get within striking 
range. Instead, always look for opportunities to flank and sneak up 
behind unsuspecting opponents and knife them from behind, As 
in Battlefield 2142 and every installment since, scoring knife kills 
earns you the victim's dog tags, a permanent trophy. In addition 
to scoring stealthy kills, the knife is also great for slicing through 
chain link fences and other obstacles. 
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A subtle bloom 
animation 
appears at the 
center of the 
reticle, scope, or 
ironsight when 
your bullets 
strike your target. 


As mentioned earlier, the reticle in the center of the screen Is 
your aiming point for using weapons. Most of the weapons you 
use are direct fire, meaning that the projectile you fire travels in 
a basically straight line from your weapon to the target. Using 
these weapons is simple. Place the reticle directly over the target 
and then press the fi’re button. For semiautomatic or single-shot 
weapons such as pistols, shotguns, and sniper rifles, each time 
you press the fire button/key, you fire a single round. However, for 
automatic weapons such as submachine guns, assault rifles, and 
light machine guns, the weapons will continue to shoot as you hold 
down the fire button/key until they run out of ammo. Most weapons 
in Battlefield 3 have selectable fire modes, allowing you to choose 
from single-shot, burst, and automatic modes. So experiment with 
each weapon's fire modes in an effort to increase accuracy and 
reduce recoil. When firing automatic weapons, the longer the burst, 
the less accurate your fire. Therefore, to maintain greater accuracy 
and still put a lot of lead on target, fire in short bursts. You are 
more likely to kill your target, especially at medium to long range, 
with a few accurate rounds rather than by spraying an entire 
magazine over a wide area. If recoil is still a problem, consider 
switching to burst or single-shot mode. 


IRONSIGHTS AND SCOPES 



The reticle 
disappears when 
aiming through 
ironsights or a 
scope, but the 
bloom animation 
still appears when 
hiWng a target. 


When you fire a weapon using the reticle to aim, you are essentially 
bring from the hip, with the butt of your weapon in the crook of 
your arm. This is not very accurate and should be used only at 
close range. To increase your accuracy, press the zoom button/ 
key. This will bring up the ironsight view, where you are actually 
looking through the weapon's sight to aim. The butt of the weapon 
is brought up to your shoulder to give you greater accuracy. If 
your weapon is equipped with a scope, the zoom button/key will 
provide a view through the scope rather than ironsight. It is a good 
idea to get in the habit of pressing the zoom button to bring up 
your ironsight before firing. This is not only more accurate, but it 
also provides a zoomed-in view of the target. To further increase 
accuracy, crouch or drop prone and remain stationary while firing. 
When peering through high-powered scopes, there is noticeable 
sway that makes it difficult to aim. You can temporarily reduce this 
sway by holding your breath— hold down the sprint button/key. But 
this lasts only for a few seconds. You can completely eliminate 
scope sway by using a Bipod. 


[TIP] 


Gravity affects all firearms, causing bullets to drop over distance. 
When engaging Targets at long range, comipensate for gravity by 
aiming high. 
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If you suspect 
an opponent 
is hiding in a 
building or other 
confined space, 
toss a grenade 
inside before 
entering. 


Grenades require a bit more skill to use effectively since they are 
either thrown or launched. Unlike a bullet or rocket that travels in 
a straight line, grenades travel in a parabelic arc due to their lower 
speed and the effect of gravity. In the case of a grenade launcher, 
the farther away you are from the target, the higher you need to 
aim. That is why the reticle for a grenade launcher has several 
horizontal line aiming points. For a short-range shot, use the top 
line. The farther away your target is, use the lower lines. By using a 
lower aiming point, you are essentially aiming the weapon up higher 
to lob the grenade toward the target. 


Hand grenades work a bit differently, They are thrown rather than 
launched and you don’t get a separate reticle for aiming. Instead, 
use your weapon’s reticle to best judge where you want to throw a 
grenade. One press of the grenade button/key causes the grenade 
to be thrown, which is shown as a orange flashing icon on the 
HUB. But hand grenades have limited range, so you may need to 
aim high to get them near your intended target — the farther your 
target, the higher you should aim your throw. When using grenades, 
it is important to understand how they work. Rifle grenades fired 
from a launcher explode on impact. Hand grenades, in contrast, 
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have a five-aecond fuse. As a result, you can bounce hand 
grenades around corners or roll them down inclines. Like your own 
grenades, enemy grenades show up as flashing orange ic*ons on 
the HUD. So if you see one of these flashing icons nearby, sprint in 
the opposite direction before it explodes. 




When driving a 
vehicle, consider 
slowing or 
stopping while your 
passengers are 
targeting enemas— 
you get points if 
they score a kill. 


The maps in Battlefield 3 are massive. It can fake a while to walk 
them on foot, Therefore, use vehicles to get around. There are 
several types of vehicles in the game, yet they all are driven with 
similar controls. All vehicles have more than one seat. When you 
get info an empty vehicle, you are placed in the driver's seat by 
default. However, you can move to another position inside the 
vehicle with the press of a button/key, cycling through all seats 
until you find the seat you want. The driver has control of a 
vehicle's movement and. In the tanks and IR/s, also controls the 
vehicle's turret-mounted main weapon. Most vehicles even have 
gunner and passenger positions, allowing teammates to man 
other vehicle-mounted weapons. So make sure all crew positions 
are filled before leaving a base or deployment area. For more 
information on the various types of vehicles in the game, see the 
Vehicles chapter. 
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Every time you die you get a brief glimpse of your killer through 
the kill cam. This screen appears briefiy immediately after your 
death, providing a shot of the player who killed you as well as 
their name, rank, health, kit, weapon, specialization, and dog 
tags. The kii! cam also shows any kit, weapon, or vehicle service 
stars your killer has obtained. It may seem like a a frivolous 
feature, but the kill cam has larger implications for how the game 
is played. Snipers can no longer camp one spot end kill from an 
undisclosed location throughout the entire match. Through the 
kill cam, victims can see approximately where an enemy player is 
camping and exact revenge once they respawn. So make a habit 
of moving frequently, or else you 're likely to find one of your 
angry victims sneaking up behind you with a knife. 



There are five game modes spread across nine different maps, 
offering plenty of variety for all. Most of the game modes are 
familiar classics, but the addition of Team Deathmatch ramps up 
the intensity for those who prefer nonstop action. 




Max Players: 24 Console/B4 PC 


~1 

in Conquest, you 
must be within 
a flag's capture 
radius to raise 
or protect your 
team's flag. 


This classic Battlefield game mode is back. Your team must 
dominate the area of operations by capturing control points and 
holding them. Simply stand next to a flag pole at a control point to 
raise your team's flag — the more teammates there are in the flag's 
capture radius, the faster the flag is raised. Once captured, some 
control points provide vehicles and stationary weapons, so leave 
some personnel back to defend these locations. Both teams have 
a limited number of reinforcements known as tickets. The ticket 
count for both teams appears just above the minimap — ^the team 
who runs out of tickets first, loses the match. You can drain the 
enemy ticket count by holding more than half of the control points 
on the map. So if there are tour control points, ail you need to do 
is hold three to initiate a ticket drain. So capture a majority of the 
control points early on and stay put, thereby forcing the enemy to 
attack your defended positions. 



ftardcore rnode is back, available on all game modes. This 
setting rsmoves most of the HUD elements, including the 
ref(c/e, Therefore, you must aim using the weapon’s ironsight or 
scope view. Friendly fire is turned on, so watch your fire around 
teammates, espec/a//y when using explosive weapons. The 
weapons also inflict much more damage, makiog for a hyper- 
realistic Battlefield experience designed specifically far experts. 
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Destroying 
and defending 
objecfiVBs 
known as 
M-COM stations 
is the focus of 
Rush matches. 


Max Players: 24 CDnsole/32 PC 


In this game mode, one team is the attacker while the other is the 
defender. On the map there are several bases controlled by the 
defender — the US team always attacks and the RU team always 
detends. The attacker's objective is to destroy the two M-CDM 
stations at each base. Once both stations have been destroyed, 
that base is considered destroyed and the defender receives a 
new base to defend with two more M-CDM stations. The attacker 
has a limited number of tickets at the beginning of a match, which 
is shown just above the minimap. Whenever an attacking soldier 
dies, it costs a ticket for the soldier to respawn on the map. Once 
the tickets run out, the attackers can't spawn new soldiers back 
onto the map and the defenders win. However, once the attacker 
destroys a base, the team gets more tickets as well as a new set 
□f vehicles. The defenders do not have to worry about tickets — 
they have an unlimited number of respawns. The defender wins by 
eliminating all attackers and reducing their tickets before they can 
destroy all the M-CDM stations on the map. 


■ [ NOTE ] 

, , 

M-COM stations can no longer be destroyed by explosive weap- 
ons or falling debris from collapsed buildings. Therefore soldiers 
must approach each objective and physically plant a charge on 
it; stand next to an M-CDM station and hold down the interact 
^ button/key to arm or disarm a charge. 



Despite the 
law player 
count, always 
approach an 
M-CDM station 
cautiously in 
Squad Rush. 


Max Players: 8 

Squad Rush is a modified version of Rush that pits two squads 
against each other in a compact attack/defend style game, in 
this mode there are only two zones, with only one M-CDM station 
positioned at each. It's the job of the defending team's four-player 
squad to defend each base's M-COM station against the four- 
player attacking squad. The gameplay is identical to Rush, but on a 
much smaller scale that emphasizes infantry combat. Teamwork is 
essential if you wish to come out on top, so stay together and keep 
the lines ot communication open at all times. 





In Squad 
Deathmatch, try 
to take control 
of the IFV to 
give your team a 
big score boost 


Max Players: 16 


In this mode there are four four-player squads, each representing 
a different team: A, B, C, and □. The team that scores 50 kills first 
wins — the score is listed on the left side of the screen above the 
minimap. To make things more interesting, each Squad Deathmatch 
map contains one Infantry Fighting Vehicle [IFV] that spawns in 
one of four possible locations. Whoever can take control of this 
vehicle gains a huge advantage in firepower. But while manning 
the vehicle, be aware that there are three other squads gunning for 
you. As you can imagine, this is a very fast-paced game mode that 
is best played with good squad mates you can rely on to watch 
your back. Stay together, and stay alive! 




Max Players: 24 Ccnsole/32 PC 


If you can't find 
any teammates 
nearby, 
immediately 
seek caver — 
this game mode 
does not favor 
solo players. 


Team Deathmatch Is a no-holds-barred infantry-only battle in a 
confined area. The two teams struggle to score the most kills to 
win the match. Each kill is counted, so take down your enemies to 
increase your team's score, which is represented by the numbers 
and status bars above the minimap. It's your choice whether to 
stick with your team or to go on a solo hunt. But be warned, the 
tempo is high and enemies can pop up from behind almost any 
corner. Monitor the scoring status bars to see how the fight is 
going, and make tactical adjustments as necessary. For example, if 
both teams are close to scoring the requisite points for a win, play 
it safe to avoid giving the enemy team the kills they need. Squads 
are still available in Team Deathmatch, but you can't spawn on 
squad members. 
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SgUAD PLAY 


if you've played past installments of Bafflefield, you know the benefits of joining a squad. A squad is a four-player unit that can communicate 
with each other over headsets. Being able to talk to the other players in your squad allows you to discuss each situation and respond as a 
single, unified fighting force. Beyond the obvious tactical advantages, being in a squad allows you to earn the squad bonus points that boost 
your score and fast-track promotions. But if you're new to Battlefield and the squad system, let's take a look at how they work. 



You can join a 
random squad 
while a mulfh 
player map is 
loading. 


At the start of any match, while the map is loading, you're asked 
if you want to [oin a squad. Always choose yes. In this instance, 
you’ll be automatically assigned a squad randomly. Chances are 
your new squad mates are complete strangers, so say hi and ask 
what kit they will use before spawning into the game. 

If you prefer playing with friends, you can create a squad from your 
friend's list before even joining a game. Choose the Invite a Friend 
option from the multiplayer Quickmatch menu and send invitations 
to anyone on your friend's list who is online. You don't need four 
players to form a squad, so feel free to join a game once you 
have at least one friend on your side. However, if you have less 
than four players in your squad, the extra slots could be filled by 
strangers. When your squad is formed and ready for action, choose 
the Find a Game option to begin a match. 
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If you spawn on 
a squad mate 
who is prone, 
you'// enter the 
game prone as 
well. 
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One of the huge benefits of playing in a squad is the ability to 
spawn on any squad mate. In the spawn screen you can see 
a number of spawning options, including your team's base and 
control points. If you don't want to spawn at one of those static 
locations, select the name of one of your squad members. As you 
select their name, a blue circle icon appears on the map and the 
camera view switches, showing exactly where they are. Before 
spawning on a squad member, make sure they're in a safe location. 
The last thing you want to do is spawn in the middle of an enemy 
kill zone. You can also spawn on any squad member who is in 
a vehicle with unoccupied seats. New to Battlefield 3 are Radio 
Beacons, which are deployed by recon troops. Radio Beacons 
can be placed almost anywhere on the map and serve as forward 
spawn points for your squad. This is a great way for attackers 
to maintain a presence close to an objective, especially in Rush 
matches. But don't let enemies see where your Radio Beacon is 
placed, otherwise they may camp nearby and pick off your squad 
mates as they enter the game. 



n ' 

Issuing and 
following squad 
orcfens is a 
simple way fa 
boost your 


score. 



□nee in the game, you can identify your squad mates by the green 
name tags above their heads accompanied by their kit icon — ^they 
also show up as green triangles on the minimap. Other teammates 
have blue name tags above their head while enemies appear as 
red. Stay close to your squad so you can support one another. But 
don't cluster around each other too tightly or else ell four of you 
can be eliminated by an explosive attack. Instead, try to stay within 
each others' line of sight. By simply communicating and working 
together you can gain a huge advantage over your opponents, 
especially those that wander off by themselves. 


In addition to talking to each other over your headsets, use the 
target spotting system to tag enemies and issue attacly^defend 
orders. Only the squad leader can issue orders so watch for 
blinking boxes around objectives like M-COM stations and control 
points, [f no order has been issued, ask your squad leader to place 
an order on an objective. Kills performed within close proximity 
of an objective marked with an atfack/defend order result in a 
Squad Attack Order [20 pEJtnts] or Squad Defend Order [20 points] 
bonuses. So if you're the squad leader, don't forget to issue orders 
to help your squad's scores. 


[ NOTE 1 


You can gauge 
your squad's per- 
formance on the 
scoreboard during 
or at the end of 
a round. Each of 
your squad mates 
is highlighted by 
a green bar — your 
name is highlight- 
ed with an orange bar. 
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Tactics is the combining of maneuvers and firepower to achieve an objective. Both movement and weapons have aiready been covered, so 
this section focuses on using the two together. 




Before a round 
begins, fake a 
few seconds 
to discuss 
tactics with your 
feammafes. Any 
game plan is 
better than none. 


There is an oid saying that those who fail to plan, plan to fail. You 
need to come up with a plan before the bullets start flying. The 
best place to start is to look at your game mode's objectives, 
since those determine victory or defeat. While killing the enemy is 
always a goal, it is often a means to an end. Instead, focus on the 
objectives. Bo you have to destroy a target, defend a position, or 
just get to a certain point on the map? 


□nee you know what you must do, look at the map and examine the 
terrain. Where are you located? Where is the objective? How will 
you get there? Are there any vehicles you can use? These are ail 
questions you need to ask yourself. Once you have determined how 
to get to the target, you must then consider how to accomplish your 
orders. Will you need to get in close to plant an explosive charge 
on the target? If so, how will you secure the perimeter? Finally, you 
need to take into account your opposition. What does the enemy 
have and where are they located? Usually you will not know that 
type of information until you get in close to the target and can see 
the enemy with your own eyes. Therefore, planning continues on the 
fly as you learn new information about enemy positions and actions. 




if you can't find 
suitable cover 
nearby, drop 
prone in an 
attempt to avoid 
defection, and 
crawl to a piece 
of cover. 


Combat is very dangerous. Bullets and other deadly projectiles 
fly through the air and can kill you outright if they make contact. 
The concept of cover is to place something solid between you 
and the enemy that will stop those projectiles and keep you safe. 
The multiplayer maps are filled with objects that you can use as 
cover — buildings, wails, trees, rocks, earthen mounds, and so on. 
Some types of cover will stop small arms fire such as rifle bullets, 
but not stop the heavier machine gun fire. Wails of buildings will 
stop machine gun fire, but not rockets or tank rounds. Therefore, 
pick cover that will protect you from the current threat — objects 
constructed from wood or flimsy sheet metal won't stop a bullet. 


Cover should become ingrained in your combat thinking. In addition 
to looking for enemies, you also need to be looking for cover. 

During a firefight, always stay behind cover. The only reason you 
leave cover is to move to another position with cover. If the cover 
is low, you may need to crouch down or drop prone to get behind 
it, standing only to fire over it. When moving from cover to cover, 
sprint to get there quicker. 


While you want to stay behind cover, you also want to try to deny 
the benefit of cover to your enemies. Destroying their cover is a 
way to do that. Another way is to reduce the effect of their cover 
by moving to hit them from a direction for which they have no 
cover, This is called flanking. For example, if an enemy is taking 
cover behind a wall, move around to the side of the wall so that 
the wall is no longer between you and your target. Or, if you have 
an explosive weapon, you can simply blow a hole in the wall, taking 
out your target in the process. 






.1 

Tanks are great 
for dishing out 
destruction. Use 
their cannons 
to blow boles in 
walls and other 
pieces of cover. 


One of the awesome features in Battlefield 3 is that many of the 
structures and objects can be damaged or outright destroyed. This 
presents a large range of possibilities and opportunities that will 
affect the tactics you use. For example, if the enemy is holed up 
in a house and taking shots at you from the windows, you could 
try to throw a grenade through the window or rush into the house 
via the doorway and clear out the threat with close-range combat. 
However, with destruction as an option, you can launch a rocket 
at a wall of the structure and blow a hole in it. if an enemy was on 
the other side of the wall, that threat might be killed. Otherwise, you 
can then use direct fire toH<i!l the enemy, since you destroyed the 
wall that was providing cover. 

Often, structures can funnel you into a kill zone the enemy has set 
up. But you can blast your way through walls or other objects and 
come at the enemies from different directions that they might not 
expect. While this may seem to favor the attacker, the defender 
can also use this as an advantage. Destroy potential cover the 
attacker may use to approach your position. Call in mortar strikes 
on groves of trees or shoot out wooden fences to deny the enemy 
a place to hide. As a result, you can create your own kill zones of 
open land that the enemy must traverse — all the while under the 
fire of your weapons. 


TSP 




Some structures thal take heavy d.arnar.ie can eamplBtufv t-oF 
lapse, kiliicQ even/Gne inside, Target a buiiding's axtenor waiia 
uniil you hear a series of creskino and maariino sounds that 
iiidicate an iniuiifierii i.:nliapse. ifiis can be a fun i.yet inefficient] 
way to take gui a pesky sniprir in an attic or upper fjQnr, 

ObviQusiy, if you find yourself in a nieakiriy arsd moaning building, 
aet out fasti 
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When sniping, 
fry to focus 
your fire down 
narrow choke 
points iike 
streets, atieys, 
and bridges. 


If .possible, it is best to try to attack the enemy at iong range before 
they're even aware of your presence. While sniper rifles work 
great tor this type of combat, you can even use assault rifles, light 
machine guns, or rocket launchers to hit targets at long range. The 
key to winning at long range is to take your time. Drop prone, stay 
still, and use ironsights or scopes to increase your magnification 
and accuracy. As always, make sure you have some good cover in 
case the enemy decides to shoot back— if you can see them, they 
can see you. Also remember to fire in short bursts to ensure that 
more of your bullets hit the target. 




Quick reflexes 
frump accuracy 
in close- 
quarters gun 
bathes like this. 

This is why 
shatguns are so 
effective. 


This type of combat is the exact opposite of long-range combat. 

In close quarters, such as In a town or even within a building, you 
don't have a lot of time to aim before shooting. However, at such 
short ranges, accuracy is not reaJly a factor. Instead, you need a 
weapon that puts out a lot of firepower with some spread so you 
are more likely to get a hit while moving. Shotguns and POWs are 
great for close-quarters combat. Your minimap is also an important 
tool, especially it teammates have spotted targets. Since you can 
see where enemies are located, use this info to set up shots while 
strafing around corners. Your weapon will already be aimed at the 
target as it appears on the minimap, which saves you |ust enough 
time to have the advantage and make the kill rather than be killed. 
Don't forget to use grenades, which can be thrown around corners 
or over walls to hit enemies who think they are safe behind cover. 
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If you don't have the firepower to kill a tank, don't draw 
its attention, instead, seek cover and spot the tank for 
teammates who are capable of taking it out. 


Attacking vehicles is dangerous — especially when you are an 
infantryman on foot. However, modern soldiers have a lot of 
firepower they can use to disable and destroy vehicles. This role 
usually falls to the engineer, who carries anti-tank rocket launchers 
and mines, It takes only a single rocket to disable most light 
vehicles. However, tanks end IFVs require at least two rocket hits 
to disable, and even more to destroy. Always try to atfack tanks 
from the rear, where their armor is the weakest Rocket launchers 
are most effective, but grenade launchers can work in a pinch, too, 
assuming the vehicle is already heavily damaged. Of course, the 
best way to kill a tank is with another tank. 

Even if you don't have those powerful weapons or gadgets, you 
can still damage light vehicles with small erms fire. The gunners 
□n the Growler ITV and VDV Buggy are completely exposed — shoot 
them and the vehicles lose their firepower. For those who are really 
daring, engineers can place mines in the path of moving vehicles. 
C4 [now carried by the support kit] is also very effective against 
vehicles, but you have to get very close to slap on a charge. 



class, 

when 


As you advance through your multiplayer 
career you can earn service stars for 
every class, weapon, and vehicle type. 

For classes and vehicles, you must meet 
certain point thresholds to achieve a 
service star. IVeapDo service stars are 
awarded for every 100 kills. A maximum of 
IDO service stars can be earned for every 
weapon, and vehicle type. A service star is also awarded 
reaching the rank of Colonel. 
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■ E NOTE 1 

For complete information on the game's scoring system and ranks. ■ 
flip to the Battlefield Compendium chapter at the back of the 
guide. There you'll find scoring details for each action as well as 
criteria for earning every rank, medal, ribbon, and dag tag. Ail rank, j 

class, weapon, and vehicle unlocks are also listed in this chapter. j 
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A message appears af the fop of the screen each time you 

earn a new promotion. 


BATTLEHELD COMPENDIfJH 






The new Battelog website allows you to keep tabs on everything 
happening in Battlefield 3, even when you're away from the game. Log 
in to the Battlelog using the e-mail address and password associated 
with your EA.com or Drigin.com account. The Battelog keeps track of 
every stat imaginable and also offers social networking features that 
allow you to see what your friends have been up to. By creating or 
joining a platoon, you can guarantee you always have a reliable group 
of friends to play with, PC players can even access a server browser 
and join games directly from the Battlelog. 




Almost every action performed in a multiplayer match can earn you 
points. Points not only determine which players are listed at the top 
□f the scoreboard after a round, but they also help you unlock new 
weapons, gadgets, specializations, and even achieve new ranks. Bo 
at the end of a round, check out your overall performance in the End 
of Round screens. These screens show your current rank as well as 
your progress toward achieving the next rank. It also has statistical 
breakdowns of your score, showing how many points were earned 
with each kit, vehicles, and awards. Speaking of awards, any dog 
tags, medals, or ribbons earned during the round are shown in the 
Unlocks and Awards sections. The Kits screen shows how much 
progress you’ve made toward unlocking new equipment for each kit. 


ffewew your 
multiplayer 
stats, awards, 
and unlocks 
from the 
Battlelog 
website. 
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Have you owned af least one Battlefield game before 
Battlefield 3? if so, then you're eligible for Battlefield 
veteran status. Becoming a veteran unlocks special 
dog fags you can use to customize your soldier, one tor 
each Battlefield game you own. Simply lag in to veteran. 
baftlefield.com with your EA.com or Drigin.com account 
and register all the Battlefield games that you own. In 
addition to the dog tags, you’re also assigned a Battlefield 
veteran rank based on haw many games you register Each 
title is worth one point— expansions, Battlefield Heroes, 
and Betti afield 1943 are not worth points, but you can 
still register them. Your veteran rank ie displayed on the 
Battlelog website as well as next to your profile name on 
the scoreboard during multiplayer matches. So let your 
opponents know that they're facing a veteran! 
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The Battlefield community is very active, and always a good source at information for game nsv^/s scfr-’-vare updates, and even unorthodox 
tactics, Here's a few good sources to check-out for the latest Battlefield news; 






This is the official blog maintained by employees of DICE. Go 
here ter all the latest information on the game straight from the 
developers. 
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Go here for the latest tweets from the game's developers. 
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This site is unofficial. -■..;■!■ :s one of the most comprehensive and 
frequently updated Bettiefisld sites on the web. Check it tor news, 
updates, as wel! as defats on upcoming tournaments. The forums 
are also an excellent source of information frequented by some of 
the most experienced players in the world, Bookmark this one! 



pmnmffw 


EA TeAms up with 5:#rji lar BaLtkanBld a; Opnr»tl(m ■Srldlron \ 

tppaBil II I ^ I 

Vlll-VSrl I ' r f ■--- ! i .^nT- y- ,.■ . 

We now tHVE ine TlS ji.tATje ar setwriT the vkiu OUT irAS tiAlM 

Vmrtube *iH¥^ The 1 Birf: rwJki! i?i*w ttrte* «a C 4 AdvM i»Wi Tt» rrhjJi: Jirtftg fif. Sfliiii tv 
«t OiXabr Hift - 1 m ftw Wsstv «tiq ouwgh 'rJEtary triEurtj. 


tX T«fi*i 4 9 ^ k^>rn |f**Ikli-« ^ 4 »rtliiT JMtfIfflfW \; ^rUUmn 


IV<i4 >£■704, rifli IJ?7V Jifiii *»m: .mt* tip u pj«r.t."i-r ViA 

.}? -.f»t S ;±d:^ jAki-s TrfiTAj bi ^(zki 1 ±<i. j V/iTD^epki 


BAI'lLBHtlD 


EiafiMWl 


titnii 7 ik 4 k 

.g.pOiFT'iJ.T^ 

[y ' & pi {] Ar£ i 1 ]f .t 

■fy.i*fi«.p 

hF' 

UiDliiiaB] Z 1 f ] 
IFpPj'.jU Z 

BEiaEt.M-J.ViiVUH 
ej»A>ViU IMl 


-nrpahliHFt^hi 


■Dikt Ffitgnt^ 


, k.i:' .* 11 , 7.7 W?n. 4 U 1 , 

W UnUMS'.IAlilU 
7 .Sred>!»tf.fiS)lf '^ 1 . 
w il,- £ i Vffif? 


FCKtUtOSi 


h. AjArP.'v?K .1 
\ ?"*- IPft 
| 7 .t 4 J a 

*■; T!(f^ 

■ 1 ; ^‘pr'wTl 1 ^ ? 

.■.:-r«viTfT.u-vxi. 

■; >-fiKl Ui' MM 

7 ; l-M^ ; 


CCimftAUfiiEv 




1 


pr^magsmesxom 























-m 

'.■y .1^’-. '"f 

,1; . 

•-; 


»•• [MULTIPLAYER] 
//CLASSES //Ass ualt 



Succeeding during multiplayer often comes down to choosing the right tools for the job. That's where the classes come in, also known 
as troop kits. Before spawning into a game, you're prompted to choose which class you wish to play. If you're a team player, your choice 
should be based on what is needed by your team instead of which kit you want to use. For example, if your base is being overrun by enemy 
tanks, choose the engineer kit and use rockets or mines to eliminate the threats. Although there are only four troop kits to choose from, the 
options for customizing it are more elaborate than in any Bstttefield game to date, allowing you to mix and match weapons, accessories, 
gadgets, and specializations to create a unique kit that compliments your style of play. 


M1BA4 


MEDIC KIT 


STRENGTHS: Well-rounded kit; heal/revive teammates 
WEAKNESSES: Weak anti-vehicle capability 
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SPECILAIZATION: ™ 


The assault class is the most versatile of the four, effective in 
both offensive and defensive situations. When you're not sure 
what kit to choose, you can't go wrong with this one. The assault 
rifles associated with this kit are excellent at any range, with great 
damage output and impressive rates of fire. Each assault rifle can 
also be equipped with the M32Q 40mm grenade launcher, which 
is great for blasting infantry, tlghf-skinned vehicles, and even 
structures. The M26 MASS assault rifle attachment is a powerful 
shotgun, capable of firing a variety of devastating ammo. Beyond 
their impressive offensive capabilities, the assault class is now 
responsible for healing injured teammates with the Medic Kit and 
reviving recently deceased teammates with the Defibrillator. The 
□etibrillator isn't immediately available, so keep playing as the 
assault class to unlock it — it's the first item unlocked. 



3 ssrvice star for ovary 220,000 points you 
score with the assault class. IDO assault service stars 

I. 

are available. 
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UNLOCK 

NAME 

IMAGE 

ASSAULT SCORE 

. '''r 

befjbriHator 


’• 4.D00-’-:t:#-i^ 

■c ijl 'i‘l XI 

2 

M320 


11 ,000 

3 

M41G r®; Ff ; 


22,00D 4 MM 


M2B MASS 


38,000 

cn 

.cc <1 ~ — ^”*1 

AEK-S71 


-V 60,000 ■ 

CD i 

M1EA3 


83,000 

7 

F2000 ^ 

J.. ... , 


.X ■■ ' > ^ "• -s 

WiL..-. 124,000 

8 

AN-94 

1 

166,000 

9 

M1SA4(fcirRU) 


IS^ 220,000 

CD 

AK-74M [for US] 

■ 

220,000 
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Unlock: Assault Kit Start 

□oscription: A deployable medical kit provides 
healing over time to soldiers near the kit, greatly 
speeding the body’s natural healing processes. 


FIELD NOTES 

*( 

The Medic Kit is commonly referred to as a medkit, These function 
similar to the support kit's Ammo Box, only they replenish health 
instead of ammo. Simply drop a Medic Kit on the ground near 
wounded teammates to heal them. The longer you [or an injured 
teammate] stand next to a Medic Kit, the more health they'll 
receive. The Medic Kit has a small healing radius, so players must 
stand very close to the medkit. Healing teammates and squad 
mates earns you a Heal bonus. Critically injured teammates have a 
white cross icon flashing above their head — the same icon appears 
on the minimap. These icons are visible only to friendly assault 
players so look tor them to locate and heal teammates before they 
die. All players [including enemies] have a life meter below their 
name, allowing you to see exactly how much health they have. So 
even if a wounded teammate isn't critical, offer them a Medic Kit to 
fully replenish their health. 



Unlock: 4,000 Assault score 

Description: Automated External Defibrillator 
[AEO] allows an assault soldier with proper 
medical training to revive a downed teammate 
within a short time after his apparent death. 

FIELD NOTES 

The shock paddles make their triumphant return! Use the 
Defibrillator to bring recently deceased teammates back to 
life. Simply aim at their dead body [at close range] and pull the 
trigger to deliver a lifesaving jolt of electricity. After each use, 
the Defibrillator must recharge for a few seconds before being 
deployed again. Reviving teammates earns you a Revive bonus, 
boosting your score significantly, especially if you make the 
resurrection business a full-time job. Dead teammates have a 
jagged horizontal line icon above their body, resembling the line on 
an electrocardiogram. The same icon appears on the minimap so 
that you can find dead teammates. But you must act quickly. Dnce 
a teammate has been down for a while, the body will disappear, 
preventing you from saving them. The Defibrillator can be used as 
an effensive weapon. Too. Try sneaking up behind an opponent and 
shocking them for an instant, chuckle-inducing kill. 



■ [ NOTE ] 

I ' 

For information on the M302 and M28 MASS, flip ahead to the 

“Assault Rifle" section. 
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[ ASSAULT TACTICS ] 
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> Most of the kit's assault rifles are fully automatic. But go easy 
on the trigger when firing automatically, as the rifle's recoil can 
pull your aim skyward. Instead, tap the trigger, firing in short 
bursts, to keep the v/eapon en-target. Many of the assault rifles 
have single-shot and burst fire modes you can select if recoil 
becomes a problem. 

> Pestered by an enemy firing from a window? Using the M32D, 
launch a grenade just below the window to take out the entire 
wall and the shooter standing behind it. 

> Grenades cause very little damage to heavy vehicles like tanks 
and IFVs. Don't bother attacking these vehicles unless you see 
fire and smoke pouring out, indicating they have suffered heavy 
damage. If you do attack a heavy vehicle, always strive to hit 
their weak rear armor to maximize damage. 

> Dnce you unlock the M32D's smoke ammo, use it to cover 
your squad's advances or obscure defensive positions. Smoke 
causes no damage, but it can greatly increase the survivability 
of your teammates by hindering the visibility — if the enemies 
can't see you, they'll have a hard time hitting you. 

> Assault troops can earn a ton ef points by simply healing and 
reviving teammates. Drop Medic Kits near injured teammates 
to earn Heal [!□] and Squad Heal [2D] points. Also, keep an eye 
open for dead teammates lying on the ground. Zap them with 
the Defibrillator to score Revive [1QD] and Squad Revive [110] 
points. Healing and reviving can be a full-time job, particularly 
when defending on Rush maps. 

> Revived teammates don't have to respawn, and thus don't 
use up the team's precious tickets. Conserving tickets in 
this manner can give your team a huge advantage in tightly 
contested Conquest matches, so keep those shock paddles 
buzzing. As veterans know, the Defibrillator can also be used to 
kill opponents with consistently hilarious results. 

> Did an assault teammate just die in front of you? You can save 
him, even if you're not playing as the assault class. Grab his kit, 
then equip the Defibrillator to revive your teammate before his 
body disappears. Any kit can be grabbed off a dead enemy or 
teammate. This is a good way to test weapons and equipment 
you haven't unlocked yet. 
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M4A1 


SMAW 


MP443 


RPG-7V2 Repair Tool 


STRENGTHS: Anti-vehiclB specialist; vehicle repair 
WEAKNESSES: Limited anti-infantry capability 


RU STARTING 


V 



Engineers are great at taking out vehicles as well as fixing them. 
Out of the gate, the engineer is equipped with the 5MAW or RPG- 
7V2 rocket launcher. Use this weapon [and the kit's unlockable 
FGM-14B Javelin] to take out enemy vehicles, including heavily 
armored tanks and IR/s. The first unlocks available to this class 
are the FIM-92 Stinger and SA-18 IGLA shoulder-fired anti-aircraft 
missiles, which are perfect for shooting down helicopters and jets. 
While the engineer is strong against vehicles, the kit's carbines are 
a bit underpowered, particularly at long range. So when you're not 
facing tons of vehicles, consider choosing a different kit with better 
performance against infantry. In addition to demolishing vehicles, 
the engineer can also repair them with the Repair Tool, Repairing 
manned friendly vehicles can earn you Repair points, a great way 
to supplement your score. Try to use the vehicle you're repairing as 
cover to avoid getting picked off by enemies. 



UNLOCK 

NAME 

IMAGE 

ENGINEER SCORE 

1 

FIM-S2 Stinger (far US) 


3,DD0 

L _ .. . . ...... 

1 

SA-18 IGLA [far RU] 

^ 1 

3,000 

2 

M15 AT Mine 

# 

7,DDD 

— I.L ...... 

1 

3 

SCAR-H 


14,000 

4 

EDO Bot 


2G,0DD 

5 

M4 


40,000 

6 

A-91 

V- . • 

BB,0D0 

7 

FGM-148 Javelin 


82,000 

8 

0360 


110,000 

9 

M4A1 (for RU] 

1 

145,000 

9 

AKS-74U (for US] 


146,000 
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Unlocki^ngineer Kit Start 

Description: A handheld oxy-fuel welding and 
cutting torch provides the engineer with the 
ability to both repair friendly vehicles and 
damage enemy vehicles. 

FIELD NOTES 


The engineer kit's Repair Tool is the only way to repair disabled 
vehicles. To deploy it, simply stand next to a damaged vehicle 
[while aiming at it] and hold down the trigger. Watch the circular 
meter in the center of the HUO fill in a clockwise fashion. Once 
the meter is filled completely, the vehicle is fully repaired. You're 
vulnerable while using this tool, so make sure you have adequate 
cover. During tank duels, stand behind a friendly tank and repair it 
as it takes damage. Repairing vehicles manned by a teammate or 
squad mate earns you Repair points — a great way to boost your 
score while playing as an engineer. 




You earn a service star for every 145,000 points you 
score with the engineer class. 100 engineer service 
stars are available. 
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Unlock: US Engineer Kit Start 

Description: DevelGped especially for the US Marine Corps to 
defeat light armor and enemy bunkers, the Mark 153 SMAW is 
capable of defeating both modern armor and emplacements. 
Unguided 83mm rockets are loaded individually at the back of the 
lagncherfrom disposable, sealed, one-time use units. 

FIELD NOTES 

The SMAW [shoulder-launched multipurpose assault weapon] is the 
default rocket launcher for US engineers. The launcher fires an 83mm 
high-explosive dual purpose [HEDP] rocket that is ideal for targeting 
tanks, IFVs, and light vehicles. In a pinch, the rockets can also be fired 
at enemy infantry, but don't expect a large blast radius — ^the rocket 
must impact and detonate close to your target to produce lethal 
results. The rocket has no guidance system and tends to lose altitude 
as it travels. Therefore, Vi/hen firing at a distant target, compensate for 
range by aiming slightly above the intended impact point. 



Unlock: RU Engineer Kit Start 



Unlock: 3,000 Engineer score 

Description: Russian man-portable 
Infrared homing SAM. Labeled the 9K38 
by the Russians and SA-18 IGLA by the 
US, the IGLA is capable of engaging a wide range of threats from 
UAV-sized aircraft up to helicopters and low flying jets. The IGLA 
requires a locked target to fire. 



FIELD NOTES 


The IGLA functions identically to the Stinger and is only available to 
RU engineers. This shoulder-fired surface-to-air missile is capable 
of locking onto jets and helicopters. One hit from this will disable 
a healthy aircraft or potentially destroy a damaged one. Pilots can 
break missile locks by deploying IR Flares or by breaking line of 
sight with the missile prior to launch. So once you lock on to an 
aircraft, wait for it deploy Its Flares, then achieve a new lock before 
tiring the missile. Both the Stinger and IGLA can be fired only at 
enemy aircraft — ^they can't be used against ground vehicles or 
infantry. 




Unlock: 7,Q00 Engineer score 

Description: Proximity-triggered anti-tank mine. 
Multiple mines may be required to defeat heavily 
armored vehicles. Equipped with a friend-or-foe 
recognition system. 


FIELD NOTES 


Description; A widely produced, anti-tank rocket-propelled grenade 
weapon, the RPG-7 has been used in almost all conflicts across 
all continents since the mid-1960s. Modernized into the RPG-7V2, 
which is lighter and more accurate than the original RPG-7, and 
firing GP-7VL rocket-propelled grenades, the RPG-7V2 is effective 
against both fortifications and armor. 

FIELD NOTES 

RU engineers begin their tank-busting career by toting around the 
RPG-7V2 rocket launcher. Like the BMAW, this rocket launcher has 
no optical sighting system, instead you must use the ironsight view 
to aim the weapon prior to launch. As with the SMAW, aim high when 
firing at distant infantry or vehicles because the rocket tends to dip 
when traveling great distances. Since the weapon lacks a guidance 
system, don't bother firing at jets and helicopters — ^the chances of 
scoring a hit against these tast-moving targets are incredibly slim, 




Unlock; 3, ODD Engineer score 

Description: The FIM-92 Stinger is a portable 
infrared homing surface-to-air missile [BAM]. 
The Stinger is capable of locking on and 
engaging a large variety of craft, from small UAVs up to low-flying 
helicopters and jets. The Stinger requires a locked target to fire. 


FIELD NDTES 


The Stinger is only available to US engineers— RU engineers get the 
SA-18 IGLA at the same time the Stinger Is unlocked. With helicopters and 
jets firing rockets and missiles from above, the battlefield is much more 
dangerous for troops on the ground. Fortunately, engineers now have a 
powerful way to counter these airborne threats. Simply aim the missile 
at an enemy jet or helicopter and wait for a red bouncing box to surround 
the aircraft while peering through the weapon's sight When a circle 
appears within the box and the word "LOCK" appears above, the missile 
has attained a lock and is ready to tire. At this point, the missile tracks 
the targeted aircraft and slams into it dealing heavy damage. 


This is a powerful anti-tank mine, effective against any ground 
vehicle. It requires a couple of these mines to take out a tank, but 
one mine instantly disables all other vehicles. Scatter these M15 AT 
Mines around high-traffic areas such as control points or M-COM 
stations. Choke points like bridges or narrow urban streets are 
also good ambush spots, however, when carrying these mines, 
you cannot carry a Repair Tool. So weigh the pros and cons before 
entering the battle. Enemy mines can be destroyed with explosives, 
such as grenades or tank rounds. Although they're only triggered 
by enemy vehicles, an anti-tank mine can still be lethal to all nearby 
infantry. Bo keep ycur distance, or else you may be killed by your 
own detonatino mine. 




Unlock: 25,DQD Engineer score 

Description: A remotely controlled explosive 
ordinance disposal robot allows the engineer to 
repair and damage vehicles like a normal Repair 
Tool, but can also arm and disarm explosives 
and MCOM stations in Rush. 


FIELD NOTES 


When you don't want to expose yourself to incoming fire, send an 
EDO Bot to do the dangerous work. However, before deploy an EOD 
Bot, find a very good hiding spot. While controlling this robot you're 
completely vulnerable to attacks. So drop prone behind some cover 
to make yourself as invisible as possible. Once the EDD Bot is 
deployed, the camera switches to the robot's vantage point. The 
EOD Bot controls just like a vehicle. Drive next to a friendly vehicle 
and repair it Dr drive next to an enemy vehicle and damage it with 
the EDD Bot's own Repair Tool. The EBD Bet is most effective in 
Rush matches, where it can be used to arm and disarm charges on 
M-CDM stations. But don't expect your new friend to go unnoticed 
by enemies. Although this little robot can absorb some damage, it 
won't last long when exposed to high concentrations of enemy fire. 
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Unlock: 82,DDD Engineer score 

Description: A shoulder-launched, 
anti-tank missile with both a direct and 
top attack mode. Its fire-and-forget 
system requires a lock on before launch; it is exceptionally 
powerful against enemy armor. 



FIELD NOTES 


Firing a 127mm high explosive anti-tank [HEAT] missile, the Javelin 
fakes tank killing to whole new level. The weapon is aimed through 
a small TV-screen that totally blocks all peripheral vision. So 
make sure a buddy is watching your back while you're aiming this 
weapon system. When you place the green crosshairs icon over 
a vehicle, a red bracket appears and you'll hear a beeping sound. 
When the bracket becomes a solid red box and the beeps transition 
into a solid, high-pitched tone, the missile has acquired a lock on 
the targeted vehicle. Fire the missile to score a hit. When launched, 
the missile flies straight up then comes crashing down on the 
target. This is the best way to score hits on the weak top armor 
of a tank. However, tanks can break locks by deploying IR Smoke. 
Bo consider waiting for a tank to use their smoke before firing a 
missile. The tank's Thermal Camo upgrade increases the time it 
takes for Javelins to lock on. 
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• > The carbines associated with this kit are excellent during close- 

* quarters fiVefights. Consider equipping a Tactical Light or Laser 

f Sight to these weapons in an effort to blind your opponents and 

* give you a slight advantage. 

> > Make friends with the support class. You'll need Ammo Boxes 

J dropped at your feet If you want to keep firing rockets and 

^ missiles. 

( > The engineer's Stinger and iGLA help to even the playing field 

* when enemy jets and helicopters are present. But you must 

f maintain line of sight with the target to achieve a missile lock. 

• If your target flies behind a hill or line of trees before a lock 

' is achieved, the missile cannot be fired. The missile cannot 

f be dumb-fired at any other targets, either. So don't bother 

' equipping these missiles unless there's plenty of air traffic. 

' > Never attack tanks or IFVs head-on with a rocket launcher. For 

\ one, the driver will probably see you and return fire, sending 

I you back to the spawn screen. Secondly, the front armor on 

' these vehicles is very thick, reducing the effectiveness of your 

, weapon's warhead. Instead, try to hit the vehicle tram the side 

' or rear, where you're less likely to be spotted. Furthermore, 

, the side armor is weaker than the front and the rear armor is 

' weakest of all. If you hit the side or rear, you'll ensure that your 

' rocket inflicts maximum damage — it takes two rockets to kill a 

. tank from the rear and three to kill it from the front. 

I 

, > Try to hit tanks and IFVs at perpendicular angles when attacking 

■ with the rocket launchers. Glancing shots may deflect, and 

therefore inflict considerably less damage. A rocket striking 

• armor at a perpendicular angle ensures maximum penetration by 

■ the warhead's shaped charge. The vertical surfaces covering the 

, wheels and treads on the side are good targets, as is the engine 

* compartment at the back of each vehicle. 

I 

♦ > Anti-tank mines are extremely powerful explosives capable 

[ instantly disabling any ground vehicle. However, the mines fill 

I the gadget slot, meaning you can't carry a Repair Tool while 

' they’re equipped. Consider deploying mines when defending a 

, static position with predictable avenues of attack. Btherwise, 

stick with a rocket launcher. 
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You can now customize your weapons with a wide variety of scopes, 
muzzle, and rail attachments. Among these accessories are the 
Tactical Light and Laser Sight. The Tactical Light is essentially a 
small flashlight attached to the end of your weapon that is ideal 
for illuminaling dark spaces such as tunnels. This light can also 
femparanly blind opponents, giving you a slight advantage in 
close-quarters duels. While the Laser Sight doesn't Illuminate, it 
does increase weapon accuracy when firing from the hip. Like the 
Tactical Light, it can also temporarily blind opponents, making it 
difficult for them to return fire. But these accessories have one major 
drawback — they give away your position. Use these accessories 
sparingly, turning them off whenever you want to remain concealed. 


So which one is better? The Tactical Light works well for blinding 
opponents at close range in dark environments. But beyond 
that, the light only serves as an aiming point for your opponents. 
The Laser Sight, on the other hand, can blind opponents [and 
teammates j at both close and intermed/ate ranges. Plus, the 
Laser Sight also increases your weapon's accuracy. 



Each player is Issued a knife and at least one grenade, 
regardless of class or rank. You can carry more grenades by 
unlocking and selecting the Crenedes specialization. 


COMBAT KNIFE 

Description: Standard-issue combat knife based 
on the MS Bayonet. 

Field Notes 

The combat knife isn't only useful for acquiring an 
opponent's dog tags. Use it to silently break open 
doorways or slice through chain-link fences to access 
new areas where your opponents are less likely to 
expect you. But if you are going after an enemy, stab 
them from behind, denying them the opportunity to retaliate, ft you charge 
directly at an enemy with your knife, you're likely to get shot in the face. 




M87 GRENADE 

Description: A common defensive hand grenade, 
the MG7 has a 3.5-second fuse and can ba 
thrown approximately 30 meters by the average 
soldier. The lethal effect of this grenade is limited 
against targets with modern body armor. 


Field Notes 


Frag Grenades are most effective against infantry, but they can cause 
significant damage to light- skinned vehicles, too. But don't bother trying to 
take out a tank w'fth them. Grenades don't explode on impact, instead, they 
tend to roll around until the timed fuse triggers the explosion. Bo keep this 
in mind when tossing a frag — they will bounce off surfaces and roll down 
slopes. Make a habit of tossing grenades in buildings prior to entering, 
espedaily if you suspect an enemy presence. 
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Ammo Box 


STRENGTHS: Solid anti-infantry kit; ammo resupply 
WEAKNESSES: Limited anti-armor capability 
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The support class is back! With the Introduction of the new suppression mechanic, the support kit Is a crucial member of any squad, 
regardless of the tactical situation. These guys carry the large, cumbersome light machine guns that are capable of laying down high 
volumes of sustained fire, which is great for suppressing enemy infantry. The support class also has access to some of the most 
devastating weapons in the game, including C4, Claymores, and the new M224 Mortar. When they're not busy scoring kills, support troops 
should supply teammates using the Ammo Box. The Ammo Box dispenses ammunition to all friendly troops within a small radius. There 
are no ammo crates in multiplayer, so it's up to the support players to replenish everyone's ammo#iryou earn a Resupply bonus (IQ points] 
whenever a teammate retrieves amma from an Ammo Box, so don't be stingy with these things. Scatter them around your teammates to 
boost your score. Since this is the only kit equipped with explosives, support players are also effective at taking out enemy vehicles with 
C4, either through direct application or through the creation of car bombs. So if you're not satisfied laying down suppressive fire from a 
distance, take the fight to close range and do some damage with your explosives. But such attacks are extremely dangerous, so you better 
have an assault buddy nearby to revive you. 



Jtjck Pragrea^^^ 


IMAGE 


UNLOCK NAME 


C4 Explosives 


M249 


RPK-74M (for US] 






SUPPORT SCORE 


4.DDD 


M224 Morfar 


4D,nOD 


PKP Pecheneg 


60,0GQ 


M240B 


9D,00D 


11, GOD 


M18 Claymore 


23,000 


MGQE4 


M27 lAR [^r RU] 


170,000 




You earn a service star for every 170,000 points you 
score with the support class. 100 support service stars 
are available. 
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Unlock; Support Kit Start 

Description: The deployable Ammo Box refills 
ammunition for nearby soldiers. Explosives and 
grenades take longer to be resupplied than 
standard magazines. 


FIELD NOTES 


Carried exclusively by the support class, the Ammo Box is the 
only source of ammo during multiplayer matches. There are no 
ammo crates, so it's up to support players to provide ammo to 
their teammates. Simply stand next to one of these Ammo Boxes 
for a few seconds to replenish the ammo for all of your weapons, 
including grenades and rockets. When playing as support, drop 
Ammo Boxes around clusters of teammates — each time someone 
retrieves ammo from a pack you earn a Resupply bonus. This is a 
great way to supplement your score while supporting your team 
and squad mates. If a teammate or squad mate is low on ammo, 
an icon depicting three bullets appears above their head. Get them 
some ammo fast! 
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Unlock: 4,DD0 Support score 

Description: Remotely detonated Composition 4 explosive packs 
provide anti>materiai, anti-vehicle and antipersonnel abilities. 


FIELD NOTES 


C4 is the first unlock for the support kit and undeniably one otthe most powerful 
weapons in the game, initially, up to three explosive charges can be placed at a 
time and detonated simultaneously with this device. However, the support class 
can replenish their C4 using an Ammo Box, so they can set elaborate C4 deathtraps 
involving more than three simultaneously detonated charges. Explosives are great for 
taking out vehicles. Simply stick a couple ot charges on the back of a tank and step 
back a safe distance to watch the fireworks. When attacking vehicles, no matter the 
size, always plant at least two charges. One 04 charge will only disable a vehicle — it 
takes at least two to instantly destroy it. Charges can also be used as booby traps 
when placed around critical high-traffic areas like control points or M-COM stations — 
but it's up to you to detonate them when enemies are nearby. When defending in 
Rush matches, use the alarm sound of an armed M-CDM station to alert you to nearby 
enemies— detonate your charges before they can move away from the kill zone. Don't 
worry about damaging an M-COM station with C4, as these objectives can nc longer be 
damaged with anything other than a manually placed charge applied by the attackers. 




Unlock: 23,DDD Support score 

Description: The MIS Claymore is a directional antipersonnel mine 
that is detonated by motion in front of the mine. The mine can be 
passed safely if the target is moving at low speeds. 


FIELD NOTES 


Adding to the support kit's deadly arsenal is the M18 Claymore antipersonnel mine. 
Unlike traditional land mines, the Cleymore is a directional mine that sprays shrapnel 
in the direction it's facing upon detonation. So think carefully before dropping one of 
these. From what direction is your enemy likely to approach? Once you have figured 
out where you want to place this mine, orient yourself in the proper direction before 
dropping the Claymore. Claymores are triggered by fast enemy movement. You can 
avoid triggering a Claymore by crawling past it. But it's much safer to take out a 
Claymore from a distance by tossing a grenade at It or shooting it with an explosive 
weapon such as a rocket or grenade launcher. The support class can carry one 
Claymore at a time. But more can be retrieved from the support kit's own Ammo Box. 
Like C4, Claymores are great for defending flags in Conquest and M-COM stations in 
Rush. Unlike C4, these weapons trigger an their awn, so you don't have to constantly 
babysit them while waiting for an enemy to enter the kill zone. 



A Unlock: 4Q,0DD Support score 

Description; The M224 GQmm Mortar is capable of firing high- 
explosive and smoke rounds to provide suppressing fire and visual 
cover from indirect fire positions. 

FIELD NOTES 

A unique weapon introduced in Battlefield 3 is the support kit's M224 Mortar — ^the kit's fourth 
unlock. This is a pewerful, indirect fire weapon capable of lobbing high-explosive and smoke 
rounds great distances. When you first select the weapon, you must find a flat piece ot terrain 
to deploy it. But before setting it down, take into account your surroundings — you're extremely 
vulnerable while crouched behind this weapon, so find cover in a remote area of the map. Also 
take into acceuntthe direction you want to fire; aim it toward a problematic control point or 
M-COM station. Once you've found a good spot and have oriented the weapon in the proper 
direction, set it down and begin firing. At this point, an enlarged minimap appears on the left 
side ot the HUD. You can see friendly [blue] and enemy [red] units spotted by your teammates. 
The white crosshairs icon placed over the minimap shows you where you're aiming the mortar. 
Bimpiy place the crosshairs over an enemy target and tire. By default, high-explosive rounds 
are chosen, but you can switch to smoke by pressing the corresponding button/key shown 
on the right side otthe HUD. Don't expect to score tons ot kills with this weapon, but it's great 
ter softening up enemy positions prior to or during an assault on a fixed position. When you're 
finished firing, don’t forget to pick up the mortar before moving on. 
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> With the introduction of the new suppressicn 
system, the support class plays a pivotal role 
in any squad. When playing as support, lay 
down covering fire while the rest of your squad 
advances. Even if you can't see the enemy, fire 
rounds in the area around them to keep their 
heads down. The support kit's light machine 
guns have a greater suppressive effect than 
most firearms, and cause your suppressed 
opponents to suffer from blurred vision and 
poor accuracy. If your teammates kill an enemy 
you suppressed, you get a Suppression Assist 
bonus worth 50 points. 

> The belt-fed light machine guns take a long 
time to reload, so make sure a teammate has 
your back while you load fresh rounds into your 
weapon. At the very least, find an isolated piece 
of cover before initiating a reload. The magazine- 
fed weapons [M27 lAR and RPK-74M] have 
much faster reload times. To prevent frequent 
reloads, consider equipping the Extended Mag 
accessory once it's unlocked. This doubles the 
amount of ammo in each magazine. So, when 
firing a weapon like the M249 or M24DB, you 
have 2DD rounds per magazine instead of 1QQ. 
Th is makes a huge difference when laying down 
suppressive fire. 

> Use the light machine guns to target light 
vehicles like the Growler ITVs and VDV Buggies. 
TTie occupants of these vehicles are completely 
exposed, so it is easy to score a few kills with 

a protonged burst. You may even disable the 
vehicle. Light machine guns can also inflict 
damage on the HMMWV and the Vodnik. These 
rapi^ftring weapons are also great for shooting 
down MAVs deployed by enemy recon troops. 

> The support kit should never run out of ammo, 
so don't forget to toss an Ammo Bex at your 
feet if you're running low on ammo, grenades, 
C4, or Claymores. Also, make sure the recon 
and engineer players on your team have plenty 
of ammo. Sniper rifles and rocket launchers run 
dry quickly, so supplying these players with 
their own Ammo Box can become quite lucrative 
in terms ot scoring Resupply points. 

> When attacking an M-COM station in Rush, plant 
three C4 charges around the objective before 
setting the main charge on the station itself. 
Then seek cover at a distance and set off the 
charges as your opponents rush in to disarm 
the M-COM station. Not only does this prevent 
the objective from being disarmed, it also nets 
you some easy kills. 

> The M224 Mortar is effective only if your 
team spots targets. Otherwise you'll be firing 
blind, with no enemy icons appearing on the 
minimap. The recon kit's T-UGS motion sensor 
can automatically place targets on the minimap 
as well. But even when you have enemy icons 
to shoot at, don't expect to score tons of kills. 
Like the light machine guns, the mortar is a 
great suppressive weapon. You're more likely to 
suppress and injure enemies with this weapon 
than kill them. 
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Radio Eeacon 


MP443 


SPECSLA3ZATS0N 


Lang^range/spotting specialist 
WEAKNESSES: Slow-firing; vulnerable in close quarters 


STRENGTHS 


The recon class is much more than just a sniper. New equipment 
[ike the Radio Beacon, BDFLAM, and MAV put a greater emphasis on 
team play, ailowing the recon player to fill a more supportive roie. 

It's up to the recon class to spot targets for Infantry and vehicles, 
informing teammates of enemy movement and designating targets 
for laser-guided munitions. But this doesn't mean recon troops can't 
still crack skulls at long range. The sniper rifles offered by this kit 
require the greatest amount of skill and patience of any weapon 
type, and are best reserved for players willing to put in the practice 
te master them. Unless you score headshots every time, it will 
take two or three hits to down an opponent. Accuracy and stability 
can be improved significantly by firing from a prone position with a 
Bipod. 


Uniock: Rbcon Kit Start 

Description: The AN-PRC-117F radio aliows the 
recon soidier to deploy an additional squad 
spawn position. The recon soldier must be part 
of a squad for this item to function. 


FIELD NOTES 


Remember the Squad Leader Spawn Beacon [SLSB) from 
Battlefield 21427 Well, the Radio Beacon works the same way, 
only it's carried by the recon class. Use this device as a forward 
spawn point for getting your squad back into the action. This is 
particularly helpful for atfackers during Rush matches, ailowing 
squads to spawn close to the objectives. The Radio Beacon can be 
placed on any flat surface. However, pay close attention to where 
you're placing it. You don't want to place it anywhere enemy troops 
can easily spot. Otherwise your spawning squad mates may be 
killed before they get a chance to defend themselves. So place 
these devices behind large rocks or other pieces of solid cover that 
provide both protection and concealment The Radio Beacon emits 
a constant beeping sound. Enemies can use this distinct sound to 
home in on the device and either destroy it or camp it. If your Radio 
Beacon is being camped, immediately notify your squad, warning 
them not to spawn on it You can retrieve the Radio Beacon by 
interacting with it Alternately, it can be destroyed with explosives 
or disabled with the MAV's jamming feature. 
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A Unlock: 5,DDQ Recon score * 

□escripftion: The T-UGS [tactical unattended ground sensor] uses 
motion sensors to detect the presence of vehicles and infantry. The 
sensor emits an audible beep on detection and can be avoided by 
moving at low speed. 


FIELD NOTES 


The T-UGS motion sensor is a great way to keep tabs on enemy movement in 
high traffic areas, such as around flags in Conquest or near M-COM stations in 
Rush matches. To deploy this device, you must find a piece ef even terrain. An 
icon of the device appears in front of you when selected. The icon turns green 
when you're standing over a suitable area — it turns red when standing on rough 
terrain. Since the device is visible, try to place it in high grass or vegetation to 
better conceal it from enemy troops. Once deployed, enemy units that move 
within the motion sensor's detection radius show up on each teammate's 
minimap to guide units toward hostile intruders, However, enemies can avoid 
detection by crawling. Like the Radio Beacon, the T-UGS makes a beeping 
sound, potentially warning enemies of its presence. If you find an enemy T-UGS, 
you can destroy it with explosives or jam it with a MAV and render it inoperabie. 




Unlock; 2B,00D Recon score 

Description; The Alsl/PEp-T SDFLAM allows the recon 
soldier to designate enemy vehicles for precision strikes. 
The SOFLAM is semiautonomous and will designate 
targets even when unattended. 


FIELD NDTES 


The SDFLAM [special operations forces laser acquisition marker], unlocked 
by the recon kit, is a laser target designator. This tripod-mounted device is 
used to target vehicles for guided munitions fired by IFVs, tanks, helicopters, 
and jets. Both the Guided Shell and Guided Missile vehicle weapon unlocks 
rely on the SOFLAM to acquire targets. Once a target is painted with a iaser, 
teammates in vehicles equipped with these guided weapons get an indication 
□n their HUO. At that point, all they have to do is fire and the shell or missile 
automatically zeros in on the target and scores a hit. While behind the device, 
you can pan and zoom in on targets at will. But if you leave the SOFLAM 
behind, it can still acquire targets on its own, but only within a limited viewing 
arc. So if you leave the SOFLAM behind, point it down a street or other 
narrow passage that is frequented by enemy vehicles. Unattended SOFLAMs 
can be destroyed with explosives or jammed by an enemy MAV, 




Unlock: 45,00Q Recon score 

Description: A remotety operated micro air vehicle 
equipped with a suite of motion sensors and a camera 
with IRNV capabilities for aerial reconnaissance. 


FIELD NOTES 


The MAV is a small unmanned reconnaissance drone deployed by the recon 
class. It effectively takes the place of the UAV made popular in Sad Company 
2. While operating the MAV, you're vulnerable te attack, so only deploy this 
device when you're in a relatively secure area. You must also find a relatively 
flat piece of terrain tram which the MAV can take off. Once activated, the 
view switches to the MAV's camera, allowing you to control the small vehicle 
like a small helicopter. Equipped with an infrared camera, the MAV makes it 
easy to spot enemy troops and vehicles by highlighting their heat signatures, 
which appear bright white on the black-and-white screen. Using the spotting 
function, call out the positions of enemies for your teammates. The MAV 
also has the ability to disable enemy Radio Beacons, T-UGS motion sensors, 
SOFLAMs, and EOD Bots with its electronic jamming function. But the MAV is 
very fragile and susceptible to small arms fire. So either keep it high above 
the battlefield or use trees and hills to mask its location. 


# [MULTIPLAYERl 



> Equip the Bipod accessory as soon as you unlock it for 
your selected sniper rifle. The Bipod stabilizes the rifle, 
eliminating all lateral and horizontal scope driff. This 
makes it much easier to engage targets, especially at 
long range. On bolt-action sniper rifles, the Straight Pull 
Bolt occupies the same slot as the Bipod, so yeu must 
make a tough choice. While the Straight Pull Bolt allows 
you to view through scope while loading a new round, it 
does nothing to stabilize the weapon. 

> Gravity greatly affects the trajectory of your bullets 
when sniping, causing each round to drop over 
distance. At long range, simply placing an enemy's head 
in your crosshairs isn't enough to score the instant 

kill. Instead, compensate for range by aiming high, just 
above the target's head. Use the black mil dots on the 
scope's vertical crosshair line to gauge proper barrel 
elevation before gently squeezing the trigger. After 
scoring a kilt or two, move to a new location — the kill 
cam gives away your sniping spot, so don’t wait around 
for reprisals. 

> Choose your sniping location carefully, paying close 
attention to how you appear to enemy snipers. To 
avoid presenting your enemies with a clearly defined 
silhouette, avoid sniping from rooftops and the crests 
of hills. Instead, snipe from lower elevations, using 
bushes and other objects behind you to break up your 
visible outline. If you must snipe from a high elevation, 
make sure you have adequate cover and concealment, 
as you're likely to draw plenty of attention in such a 

' predictable spot. And always drop prone. This not only 
reduces your chances of being spotted, but it also 
increases accuracy and stability. 

> You'll never capture a flag or destroy an M-COM station 
by sniping. Tha powerful sniper rifles make the recon 
class extremely popular. But a well-rounded squad 
should never have more than one recon soldier. While 
the recon class is great for long-range combat, the other 
classes are better suited for taking and holding ground. 

> The recon kit isn't restricted to using sniper rifles. 
Consider equipping a shotgun or ROW for better close- 
quarters performance. This is a great way to boost 
your recon score if your sniping skills are lacking. If 
you prefer keeping a sniper rifle, always switch to your 
pistol before moving around for quicker close-range 
target acquisition and rate of fire. If playing in a match 
with friendly jets and helicopters, take it upon yourself 
to serve as the team's spotter. Using the high-powered 
scopes attached to the sniper rifles, it's easy to zoom 
in on distant enemy troops and vehicles and spot 
them for ycur teammates. The MAV and SOFLAM are 
equally effective for spotting and designating targets 
for destruction. Due to their high speeds, aircraft have a 
tough time identifying ground targets. Spotting enemies 
greatly enhances their ability to identify and target 
enemy units. 



every 196,000 points 
recon class. 100 support 
service stars are available. 
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Throughout the course of your multiplayer career you have access to a variety of weapons. In Baffiefield 3, every primarv weapon has its own 
unlock progression, allowing you to equip new accessories such as scopes and rail attachments. For a complete list of every weapon accessory, 
see the table below. No two weapons are exactly the same, so get to know them and select ones that best reflect your style of play. 


'We^ptih;Abc;e r 

*' ' , ■ , ' : ' 'L: 

1 IMAGE 

NAME 

; DESCRIPTION 




ACOG (4x] 

The Advanced Combat Optic Gunsight is a medium-speed, medium-range scope that magnifies at 4x. A ballistic reticle 
makes gauging bullet drop at longer ranges easier. 


Ballistic (12x1 

The Ballistic Scope s 12x magnification allows for the greatest accuracy for extremely long-range engagements. Ballistic 
Scope reflections can fav§al your position when aimed at enemies. 

mM 

Holographic [HOLD] 

A Holographic Sight provides a fast, open sighting picture for mid- to close-range engagements. The reticle features a circle 
and dot configuration. 


IRNV (IR lx] 

An IR Enhanced Night Vision Scope for low- and no-light sifoalions, the IRNV scope can be steadied by holding the'spnht 
button when aimed, or by using a Bipod, 


KOBRA (RD5) 

Russian Red Dot Sight used by military and police organizations on AK-style mounts, adapted to fit standard accessory 
rails; features a single red dot reticle. 


M145 [3.4x] 

Originally developed for the Canadian Army, the M145 is dommonly mounted on the M240 and M249 with a 3,4x zoom. A 
ballistic reticle helps with longer range engagemerTts, ^ 


PK-A l3.4x] 

Common Russian mid-range scope for AK and Saiga-style receivers with a chevron reticule and 3.4x zoom; faster aiming 
than the PSO-1 with less zoom. 


PKA-S (HOLD] 

Russian advanced Holographic Sight featuring a circle and dot reticle for fast sighting. Great for mid- to close-range 
engagements with an open sight picture. 





PKB-Q7 [7x] 

A Russian high magnification 7x scope with ballistic reticle. The PKS-Q7 can be steadied by holding the sprint button when 
aimed, or by using a Bipod, PKS-D7 scope reflections can reveal your position when aimed at enemies. 


PSO-1 [4x] 

Standard-issue Russian mddiurn-speed, medium-range scope with a 4x magnification originally developed for the” SyOf 
adapted to fit on standard rails with a ballistic reticle. s » * * - 

mm- 

Reflex (RD5) 

American made Red Cot Sight for extremely fast and clear target acquisition in close quarters. The single red dot in this 
sight makes getting on target easy. 


Rifle Scope [8)4 

A high-magnification Gx scope available for most rifles, the Rifle Scope can be steadied by holding the sprint button when 
aimed, or by using a Bipod, but can reveal your position when aimed at enemies. 


Rifie Scope [8x] 

A high-magnification Bx scope available for sniper rifles, the Rifle Scope can be steadied by holding the sprint button when 
aimed, or by using a Biped, but can reveal your position when aimed at enemies. 

S 'SECONDARY Am 
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A 

Bipod 

Bipods allow the shooter to support their gun on flat horizontal surfaces, or when prone to gain an increased accuracy and 
reduced recoil. By default, aiming will enter supported shooting. 

“ 1 . 
m. 

Extended Mag 

Extended Magazines increase the total amount of bullets in each magazine, giving more shots before you need to reload. 


Flash Suppressor 

The Flash Suppressor hides muzzle flash but has no effect on sound. Flash Suppressors decrease aimed and automatic accuracy. 

f 

Foregrip 

— “ ^ ^ ■ ... ■---■■ V . ;j — : ^ ^ — — 

A Foregrip decreases the amount of horizontal muzzle drift when firing a weapon, giving better control over long hursts. 
Vertical muzzle dimb is not affected. 


Heavy Barrel 

A Heavy Barrel gives greater accuracy ter aimed fire, but increases the total vertical muzzle climb due to the use of heavy 
match ammunition. Match rounds do not increase the overall damage of the weapon. 

mh, 

T? ' 

Laser Sight 

The Laser Sight adds a visible laser aiming dot to the weapon, which increases accuracy from the hip."The Laser Sight can 
dazzie enemies when turned on, but also riveais your position, " .* 


Straight Pull Bolt 

A Straight Pull Bdt allows the recon soldier to chamber another round in his bolt-action sniper rifle without having to first zoom out. 

fMi 

Suppressor 

A Sound Suppressor significantly reduces the sound signature and eliminates muzzle flash. However, the cbid-loaded 
ammunition used by Suppressed weapons travels slower arid does less damage at tong range. 


Tactical Light 

A Tactical Light lights up the dark environments with white tight, in close quarters, the Tactical Light can disorient and 
temperarily blind others, but can also reveal your position. 

"-.-SPECIAL AMMO 

' - ■ - ■ ■ • - ■ ^ 1— ' ■ ...... ^ ^ ^ ^ ■ -v.. ■ ■ ■ - . r . . . :3a. ..... 


12G Flechette 

Flechette rounds have increased penetration ability but a reduced damage potential compared to buckshot. 

mm \ 

12G Slug 

SABOT Slug rounds fire a single fin-stabilized projectile for longer rarigl than slandatd shot, Slugs are not accurlte at 
extreme rangep, and have less stopping power in CQB than standard buckshot 

Hw 

12G Frag 

An advanced explosive round, Frag rounds provides enhanced suppression but lack accuracy or stopping power. 

mm 

4DMM SHG 

The 40mm Flechette round fires tungsten steel darts for excellent close-combat ielhality and penetration abilrty, but lacks 
damage at long range. 


40MM SMK 

40mm Smoke rounds provide visual screening and prevent soldiers and vehicles in the smoke's effect range from being 
spotted or laser designated for a short time. 
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ASSAULT RIFLES 


Assault rtfles are the most versatile primary weapon available, usetul in a variety of situations. All assault rrftes can be equipped with a grienade launcher, 
offering even more firepower that is capable of knocking down walls and damaging light-skinned vehicles. An underslung shotgun attachment is also availabie. 
These rifles can only be accessed by the assault krt. Continue playing as Ihe assault kit to boost your assault score and lead to more assault rifle unlocks. 



AMMO: G.5Bx45mm NATO 
RATE OF FIRE: 800 rpm 
J4AGAZINE CAPACITY; 30 

UNLOCK: Assault Start (U5]/220,000 Assault score [RU] 





■ - 


(U'vO): 


SINGLE-SHOT 

BURST 

AUTOMATIC 



The fourth generation of M1B is equipped with a removable carry handle, a RIS [rail interface system] for 
mounting accessories, and is capable of automatic, 3-round burst, and semiautomatic fire. The original 
flaws of the M1B design have all but been eliminated and the AR15 platform upon which it is built is the 
standard rifle of the USMC. With low recoil and a high rate of fire, the M16 is a good medium-range weapon. 
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PKS-Q7 [7x] 
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AMMO: 5.45x3Smm WP 
RATE OF FIRE: B50 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: Assault Start [RU]/22Q,00Q Assault score [US] 
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The AK-74M is the latest modernized version of the classic AK-47. Fielded as the standard assault rifle 
by the Russian Army, the M variant includes a side-folding polymer stock and a scope mount rail on 
the left side of the weapon. Recent developments allow the AK series of weapons to field many of the 
accessories typically seen on Western guns. The AK-74M is a reliable and rugged medium-range weapon. 
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AMMO: 4Dmm HE 
RATE OF FIRE: N/A 
MAGAZINE CAPACITY: 1 

UNLOCK: 11,000 Assault score 
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A single-shot 40mm grenade launcher, the M320 replaced the old M2D3 in service with the US military. 
Initially developed for the G3B assault rifle, the M320 allows a larger variety of ammunition to be used 
with the weapon, including Fragmentation, Flechette, and Smoke rounds. The M320 can be equipped on 
some assault rifles with the Underslung Rail. 









40 mm SMK 
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AMMO: 5.5Bx45mm NATO 
RATE OF FIRE: 750 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: 22,000 Assault score 
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The M416 was developed by a famous German weapons manufacturer as a more reliable version of the 
classic MIG. The weapon is essentially a fusion of the MIG and the G3G assault rifles. The M41B is reliable 
and accurate, with a moderate recoil and rate of fire that make an effective all-around weapon. 
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Weapon service stars are awarded for all weapons. You 
earn a service star for every 100 kills you score with a i 




be earned for each weapon. 
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[MULTIPLAYER] 



AMMO: 12G Buckshot 
RATE OF FIRE: SBmi-Auto 
MAGAZINE CAPACITY: 5 

UNLOCK: 38,Q0D Assault score 





r 1 • • 1 • i r-- 

v 03:>': 
;:: (]} drGJ:. 

: i 1 -riiPr 

SINGLE-SHOT 


BURST 



AUTOMATIC 



1 


The M2G Lightweight Shotgun System was developed to repiace older, more cumbersome breaching 
shotguns. Available as a standalone shotgun, or capable of being mounted on some assault rifles with 
LInderslung Rails, the M2G is able to fire Buckshot, Ftechette, Frag, and Slug rounds. 
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AMMO: 5.45x3Smm WP 
RATE OF FIRE: 750 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: G0,000 Assault score 
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The AEK-971 was developed as a possible successor to the AK-74 series of assault rifles and features 
a unique recoil reduction system. The AEK-971's high rate of fire makes it excellent in dose quarters but 
difficult to control. Shooters should switch to semi-automatic or the included 3-round burst mode for 
[anger ranges. 
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AMMO; 
RATE OF FIRE: 
MAGAZINE CAPACITY: 

UNLOCK: 


5. 58x45 mm NATO 
800 rpm 
30 

89,000 Assault score 
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The third generation of M1GA3 has been upgraded with a RIS [rail interface system] for mounting 
accessories and is capable of automatic and semi-automatic fire. Available to frontline units engaged in 
urban combat, the MIGAS's low recoil makes for a capable all-around weapon. 
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AMMO: 5.5Gx45mm NATO 
RATE OF FIRE: 850 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: 124,000 Assault score 
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A Belgian manufactured bullpup assault rifle configured in the tactical setup with top and forward rails for mounting 
a variety of accessories. The rifle is in use with a variety of Special Forces units including Pakistani, Peruvian, 
Chilean, Indian and Polish, it has also been adapted as the standard rifle of Saudi Arabia and Slovenia. The bullpup 
configuration prevents it from mounting underslung weapons, but a high fire rate makes it lethal in CQB. 
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•I® [MULTIPLAYER] 




AMMO: 5.45x39mm WP 
RATE OF FIRE; BOO rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: 166,000 Assault score 
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In service with elite Russian forces, the AN-94 offers a unique, highly accurate, 2-round burst feature. 
Compared to the standard AK series, the AN-94 requires a significantly higher degree of training. A skilled 
shooter can effectively engage targets at a longer range than typical assault rifles. 
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AMMO: 
RATE OF FIRE: 
MAGAZINE CAPACITY: 

UNLOCK: 


5.5Bx45mm NATO 
850 rpm 
30 

126,000 Co-Op score 
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This Iranian developed assault rifle is essentially a hullpup conversion of the M16. The KH20D2 is 
intended to replace the G3 in service with the Iranian armed forces, though there is speculation that it 
may be years before the rifle is ready for full deployment. The KH2D02's short length lends itself wed to 
close combat, but prevents it from mounting any undersiung weapons. 


1. 







IMAGE ACCESSORY 


KILLS 


ACCESSORY 



IRNV DR lx) ■ 

, Optics; 

!i‘ ■ is-vh ‘.100 j: 


PKS-07 [7xJ 

Optics 

125 


. ; iAv .. .1, ; rr,.;:-*^ _ _ - tf ^ t ' ; 

>PKA* tS^x]- : WSai7J 

[ „ ■: :SSi!yjp;;;;i;e 

LrUi il>t> ■ A^7- 
b: n, 

fct l60?J|li 

• ‘ ■*. . . ' - 


^ Flash Suppressor 

Secondary 

175 

5 V ^ ^ “ f " ' 

ACOG- 4xJN;#iitrtia 

■GptrCS 1 



Reflex [ROS] 

Optics 

235 



Optics 

'i^'/'27Q i' 

.' t ■.'..4f 7..fW XitJ'iS 

ic^i’SsabaM. 

Rifle Scope [Gx] 

Optics 

30D 

:y- r-: 

M145(3l4xifiigp 

Optics 

! JiK''--'!.' ' IRmJ, . 4i r 

‘bV* ' , - "‘fo. 

ocn *' -lit’' 

", >5? 


.v^gtrggta 

PSQ-1 [4x] 

Optics 

ID 

■L~' " -i^’i.T'": 

' — ^ 

Heavy Barrel ^ 

Secondary “^-fslpf: 

m. 

t 

Foregrip 

Undersiung Rail 

3D 

■Mf - ■■ 

■ « iJ: - ■: ^-a 

tactical Light 

. Secondary 


1 

KOBRA [RDS] 

Optics 

50 



Undersiung 'fed*#, 

t,- . 60 ^ 


Suppressor 

» 

Secondary 

70 


' PKA-S:|i0W3f ':;^^ 

Optics 

'S-rt"’’' - )• •--■ 

1m 

Laser Sight 

Secondary 

90 


P^^IMA Official Game Guide 


33 


ruv:.^- 















i 

i 


4 


.C' 

> 



AMMD: Ammo: 7.B2x51mm NATO 
HATE OF FIRE: Rate of Fire: BOO rpm 
MAGAZINE CAPACITY: Magazine Capacity; 2Q 

UNLOCK: Unlock: 441,000 Co-Op score 


The G3 rifle is one of the most widely fielded assault rifles in the worid. Multiple versions of the G3 exist, 
and it has been used in countries around the world, including Sweden where rt was known as the AK4. This 
particular G3 is the A3 variant, with a fixed stock. The long barrel and firing heavy 7,62x51mm NATO rounds 
enable the G3A3 to reach longer ranges than most other assault rifles, but at the cost of heavy recoil. 


maneuver in tight quarters. The shorter barrel length mean less muzzle velocity, accuracy, and range than their assault rifle counterparts, But they stiil have the 


AMMO; 5.56x45mm NATO 
RATE OF FIRE: 300 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK; Engineer Start [IJS]/145,DQD Engineer scone [RU] 


Essentially a shortened version of the M16, the M4A1 carbine traces its roots to weapons designed for US 
Special Operations Command [SOCOM] during the Vietnam War. The M4A1 variant is capable of automatic 
fire and includes rails that allow the user to equip a large number of accessories. The carbine has seen 
heavy use at the front lines of Iraq and Afghanistan in close quarters and urban environments. 
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AMMD: 5.45x3Smm WP 
RATE OF FIRE: 650 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: Engineer Start [RUyi45,0D0 Engineer score [RU] 




Derived from the AKS-74, the AKS-74u is a shortened carbine \with the power of a rifle cartridge but the 
size of a submachine gun. Often called by its nickname “Krinkov," the shortened barrel makes the weapon 
inaccurate at medium ranges but extremely effective in close quarters. Due to its incredibly short iength, 
the AKS-74U cannot mount a Bipod. 
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ni'ii40: 7. B 2x51 mm NATO 


RATE OF FIRE: EDO rpm 
MAGAZINE CAPACITY: 20 


UNLOCK; 14,000 Engineer score 
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Developed for the US SOCDM, the SCAR is a moduiar series of weapons available in multiple interchangeable 
calibers, barrel lengths, and configurations. This particular model has been configured as a SCAR-H GOB (SCAR- 
Heavy Close Quarters Battle], with a shortened barrel and is chambered for the hard-hitting 7.B2mm NATO round. 
This gives the SCAR-H a greater range than typical Carbines at the expense of some serious recoil. 
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5.5Gx45mm NATO 


RATE OF FIRE 


MAGAZINE CAPACITY: 


UNLOCK; 


40,000 Engineer score 


Visually and mechanically similar tc the M16, the M4 carbine was developed to replace pistols and 
submachine guns at the front lines. The M4 is capable of semi-automatic and 3-round burst fire and 
is equipped with accessory rails for end user customization. The rrfle has largely replaced the M16A2 
previously used by the US Marine Corps. 






5.5Bx45mm NATO 
800 rpm 


AMMO 


RATE OF FIRE 


MAGAZINE CAPACITY: 


58,000 Engineer score 


UNLOCK 


An unusual weapon, even by Russian standards, the A-91 is a bullpup carbine chambered for the 5.5Bmm 
NATO round, instead of a Russian caliber. Made from polymers, it features a forward shell election system 
that keeps shells well clear of the shooter's face upon ejection. The bullpup configuration prevents the 
A-91 from mounting a bipod. 
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# [MULTIPLAYER] 
If QtA$SES // VU^eapons 



AMMO: 5.56x45 mm NATO 
RATE OF FIRE; 750 rpm 
MAGAZINE CAPACITY: 3Q 

UNLOCK: lie, 000 Engineer score 
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A cut-down version of the German Army's full size G3B rifle, the C in G3BC stands for "Commando" or ''Compact, " 
Equipped with a number of rails for accessories and a set of backup ironsights instead of the integrated optics and 
carry handie of the G3B, the G36C is a carbine with significant customization options. Its great ergonomics end 
short length make it excellent in short-range encounters. The G3GC also includes a 2-round burst mode. 
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RATE OF FIRE: 
MAGAZINE CAPACITY: 
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A carbine variant of the Swiss Army's standard SG550 rifle, the SG553 improves over its predecessor, 
the well-known SGE52, by including integrated rails for mounting accessories. A carbine with excellent 
ergonomics, the SG553 is capable of automatic, 3-round burst, and semi-automatic fire and is an 
excellent close-range weapon. 
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When it comes to laying down high volumes of fire, few weapons are 


as effective as the light machine guns. Thanks to their large magazine 
sese hulking weapons can fire long bursts of automatic fire, sending your opponents diving for cover. This 
1 , ideal for suppressing opponents. Continue playing as the support class to unlock new light machine 
equipped with a Biped for greater stability while firing automatic bursts. 






AMMD: 5.56x45mm NATO 
RATE OF FIRE: 750 rpm 
MAGAZINE CAPACITY: 45 

UNLOCK: Support Start (US)/17D,Oaa Support score 


I nis deeted-up M41B entered service alongside the M249 in the Marine Corps in 2011. The M27 infantry 
automatic rifle [lAR] feafures a heavier, longer barrel and an extended magazine to enable greater 
amounts of suppressive fire while retaining some of the mobility of a standard M41B. The M27 features 
Bipod by default tor supported shooting. 




AMMO; B.45x39mm WP 
RATE OF FIRE: BOO rpm 
MAGAZINE CAPACITY: 45 

UNLOCK: Support Start (RUJ/170.QQ0 Support score [US] 


The RPK-74M is an improved version of the original RPK developed in the ISBOs. Essentially a heavy- 
barreled AK-74, the RPK fires from a longer magazine and has been equipped with polymer furniture to 
lighten the weapon. The RPK-74M also features the same scope mount as the AK-74M and is equipped 
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AMMO: 5.5Gx45mm NATO 
RATE OF FIRE: 8D0 rpm 
MAGAZINE CAPACITY: 

UNLOCK: 11,000 Support score 
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An adapted versien of the Belgian original, the M249 was modified to conform to the United States' 
design requirements. The M249 has seen action in every major conflict since the 1989 invasion of 
Panama and has earned a reputation as a reliable weapon. A single M249 can supply suppressive fire 
equivalenf to 15 riflemen. The M249 comes equipped with a Bipod for supported shooting by default. 
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AMMO: 7.62x54mm R 
RATE OF FIRE; 650 rpm 
MAGAZINE CAPACITY: 100 

UNLOCK: 60,000 Support score 
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Another modernization of a traditional Russian weapon, the PKP Pecheneg replaces the PKM machine gun 
in service with Spetsnaz units. Firing a heavier round than the RPK-74M the Pecheneg is able to supply 
greater suppressive fire, thanks to its greater power and belt feed. The Pecheneg comes equipped with a 
Bipod for supported shooting by default. 
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AMMO: 7.B2x51mm NATO 
RATE OF FIRE: 7B0 rpm 
MAGAZINE CAPACITY: 100 

UNLOCK: 90,000 Support score 
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The M24D is a general purpose machine gun [GPMG] that was first developed in Belgium and adopted by the 
USMC in 1991 The M60 was replaced first by the M240G, and subsequently by the M240B, which provides 
commonality between the Marines and the US Army. Firing the heavier 7.B2mm NATO round, the M24DB has 
greater power than the M249. The M240 is equipped with a Bipod for supported shooting by default. 
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AMMO: 7.G2x51mm NATO 
RATE OF FIRE: 500 rpm 
MAGAZINE CAPACITY: 100 

UNLOCK: 130,000 Support score 
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"The Pig," as it was commonly referred to when it was introduced in Vietnam, has served with every branch 
of the UG military and continues to serve with Special Forces groups. All though the M6C has been mostly 
replaced by the M240, the upgraded M6QE4 features modern accessory rails, a shortened barrel, and 
improved reliability, and reduced weight. The M60E4 features a Bipod for supported shooting by default. 
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AMMO: 5.8x42mm DAP-87 
RATE OF FIRE: 7D0 rpm 
MAGAZINE CAPACITY: 100 

UNLOCK; Physical Warfare Pack [Pre-Order] 
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A Chinese general purpose machine gun, the Type 88 is also known by its Chinese designation PUY-BS. 
Despite the Type 88 name [referring to 1988 as the year of adoption], the weapon has only recently 
entered wide service with the People's Liberation Army. The Type 33 fires a special, heavy version of the 
Chinese 5.8x42mm round and is equipped by default with a Bipod for supported shooting. 
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SNIPER RIFLES 


If you prefer engaging enemies at extreme distances, the sniper rifles are the choice for you. These are the most powerful and accurate 
weapons available, but they also require the most skill and patience to master. Sniper rifles are only available to the recon kit. Bo rack up 
your recon score to unlock new sniper rifles and their associated unlocks. 



AMMO: 7.62x51mm NATO 
RATE OF FIRE: Semi-Auto 
MAGAZINE CAPACITY; 10 

UNLOCK: Recon Start [US]/195,DD0 Recon score [RU] 
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Essentially an MIG chambered for the heavy 7.G2mm NATO caliber, the MK11 Mod 0 features a longer, 
heavier, free-floating barrel, enhanced rail system and provisions to mount a sound suppressor. 
Everything about the MK11 Mod □ is designed to enhance accuracy and provide a squad-level unit 
accurate, long-range semi-automatic fire. The MK11 Mod 0 Is equipped with a Rifle Scope [8x] by default. 
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AMMD: 7.B2x54mm R 
RATE OF FIRE: Semi-Auto 
MAGAZINE CAPACITY: 10 

UNLOCK: Recon Start [RU]/195,000 Recon score [US)] 
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Designed as a squad support weapon, the SVD Dragunov enhances a squad's ability by providing long- 
range, rapid, accurate semi-automatic fire. Although the SVO seems similar to an AK-style weapon, the 
similarity is merely cosmetic. When paired with specially designed sniper cartridges, the SVD Dragunov is 
a deadly and accurate marksman's weapon. The SVD is equipped with a PKS-07 [7x] scope by default. 
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AMMD; 7.G2x54mm R 
RATE OF FIRE: Bolt-Action 
MAGAZINE CAPACITY: 10 

UNLOCK: 13,000 Recon score 
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Similar to its Western counter parts, the SV-9a began life as a proven bolt-actien sporting rifle. The 
SV-9S is equipped with a 10-round detachable box magazine, a muzzle brake that can be swapped for 
a suppressor, and backup ironsight. The 3V-9B is standardly equipped with a PKS-07 [7x] fcr very long- 
range shooting. 
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AMMO: 7.B2x39mm WP 
RATE OF FIRE: Semi-Auto 
MAGAZINE CAPACITY: 20 

UNLOCK: 71000 Recon score 


: ^ay:iQ3:r 

SINGLE-SHOT 


s 


BURST 


AUTOMATIC 



1 


Millions of SKS rifles were produced originally for the Soviet Army in 1945 and in China as the Type 5G. 
The SKS is a popular rifle with civilian shooters, and can still be found in a number of arsenals around 
the world. A number of aftermarket upgrades are available for the SKS; this model is equipped with a 
synthetic stock, detachable 20-round magazine, and a PKS-D7 [7x] scope by default. 
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AMMO: 7.B2x51mm NATO 
RATE OF FIRE: Bolt-Action 
MAGAZINE CAPACITY: 5 

UNLOCK: 104, 000 Recon score 
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Developed around the bolt-action of a proven American hunting rifle, the M4DA5 has been upgraded with 
a lightened fiberglass stock, a detachable magazine, and the provisions for mounting suppressors. An 
incredibly accurate rifle, the M4DA5 currently serves as the primary sniper rifle for the UGMC. The M40A5 
Is equipped with a Rifle Scope [Sx] by default. 
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AMMO 


.338 Magnum 
Bolt-Action 


RATE OF RRE 


MAGAZINE CAPACITY 


UNLOCK 


146,000 Recon score 


A precision tactical rifle, the M93B was uniquely developed from the ground up as a bolt-action sniper 
rifle. Firing the .338 Magnum round from a detachable box magazine, the M9SB is capable of impressive 
accuracy and great stopping power even at extreme ranges. The M98B is currently being evaluated by 
US BQCDM in a modified form. The M98B is equipped with a Rifle Scope [8x] by default. 


AMMO 


7.62x51 mm NATO 




RATE OF FIRE 
MAGAZINE CAPACITY: 20 


Semi-Auto 


UNLOCK: 252,000 Co-Op score 


The M39 EMR [Enhanced Marksman Rifle] is a highly modernized M14 designed to be utilized by USMC 
designated marksmen. Issued with match-grade 7.62mm NATO long-range ammunition, the M39 is 
significantly lighter and more accurate than the origins! M14. The M39 is limited to semi-automatic fire, 
but supports a number of accessories, including a standard Rifle Scope [8x]. 
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ThBS0 compact and lightweight weapons are best deployed in close quarters due to their short range. But what they lack in accuracy 
and damage output, they make up for in rate of fire. In Battlefield 3, the PDWs are available to alf classes. So consider choosing one of 
these weapons when tasked with assaulting or defending a building interior or other confined space. These weapons are unlocked with 
promotions in rank. So the more you play [with any kit], the more PDWs you'll unlock. 



AMMD; 3xl9mm Parabellum 


. HATE OF FIRE; BOG rpm 

MAGAZINE CAPACITY: 20 

UNLOCK: Rank 7 [Lance Corporal II] 
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Though chambered in the standard 9x19mm caliber, the PP'2000 is designed to use Russian overpressure 
rounds at high velocity to penetrate body armor. The high muzzle velocity of the PP-2DD0 gives it a flatter 
trajectory than other 9mm weapons, and its compact size make it ideal as a personal defense weapon. When 
equipped with the 4D-round extended magazine, the PP-2DQ0 also functions admirably in a CpB assault role. 
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AMMO: .45ACP 
RATE OF FIRE: EGG rpm 
MAGAZINE CAPACITY; 25 

UNLOCK; Rank IE [Sergeant III] 
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The German-buiit UMP-45 is a fully automatic personal defense weapon noted for its versatility and 
optimal mobility. Essentially an improved version of the MP5, the UMP-45 is functionally similar but 
substantially cheaper to manufacture and includes several modern upgrades such as the top and 
forward accessory rails. The UMP-45 is well-rounded and capable as a personal defense weapon. 
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5.5Bmmx45mm NATO 


RATE OF FIRE 


MAGAZINE CAPACITY 


Rank 32 [Sergeant Major] 


UNLOCK 


Developed as a personal defense weapon, the PDW-R differs from most oftiers fay utilizing the standard 
5,58mm NATO rounds of the M1B or M4. This aliows the PDW-R to share magazines and supply lines with 
standard troops, while its short length and bullpup configuration allow the PDW-R to be easily operated in 
Though it lacks the accuracy of a rifle, the PDW-R has a greater punch at longer ranges than other PDWs 
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Rank 40 [Second Lieutenant] 


Developed in Belgium as a personal defense weapon for vehicle craves, . Special Forces and counter-terrorist 
groups, the P9Q is a compact and capable weapon system. The three forward rails allow an operator to mount 
a wide variety accessories, and the 5.7x28mm special armor-piercing ammunition is fired at nearly rifle velocity, 
With a standard 5D-round magazine, the P90 is an effective offensive COB weapon for highly mobile personnel. 
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AMMO: 9x39mm 


RATE OF FIRE: 900 rpm 
MAGAZINE CAPACITY: 30 

UNLOCK: Rank 45 [Colonel] 
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The AS VAL is an integrally suppressed, Soviet-designed assault rifle developed for use In the Spetsnaz. 
Chambered for a special high-performance armor-piercing 9x3Smm round, the AS VAL includes mounts 
for using optical, red dot, or even night vision scopes. The AS VAL is designed to be fired only with the 
suppressor attached, and this therefore prevents the rifle from mounting underslung attachments. 
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AMMO: 4.6x30mm 
RATE OF FIRE; 95D rpm 
MAGAZINE CAPACITY: 20 

UNLOCK: 189,000 Co-Op score 
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Another contender for the newly developing PDW market, the MP7 is currently in service with the German 
Hundeswehr and the Norwegian Armed Forces. The MP7 includes an improved stock, additional safeties, 
and added rails for mounting lights, lasers, and sights. The weapon is also capable of being suppressed, 
and therefore has excellent close-combat stealth performance. 
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SHOTGUNS 


Nobody misses with a shotgun. Although these weapons lack the accuracy and finesse of the othsr weapons, their brutal power is a 
worthwhile trade-off. At close range, these weapons are unmatched, capable of killing with one shot. Like the PDWs, shotguns can be 
equipped by every kit and their unlocks are tied to your global score. So the more promotions your earn, the more shotguns you'll unlock. 



AMMD: t2 gauge 
RATE OF FIRE; Pump-Action 
MAGAZINE CAPACITY: 4 

UNLOCK: Rank 1 (Private First Class) 
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The B70MCS is an American-made pump-action shotgun that has been used by Special Forces units 
for decades. In urban environments, the 87DMCS is especially effective due to its high stopping power 
at close range. The ability to load different types of shells makes the 87DMCS able to adapt to a wide 
variety of situations, while a narrow choke gives the 87DMCS slightly more range than other shotguns. 
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AMMO; 12 gauge 
HATE OF FIRE: Seml-Auto 
MAGAZINE CAPACITY; 4 

UNLOCK: Rank 22 [Gunnery Sergeant II] 
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An Italian semi-automatic shotgun, delivered to USMC in 1399, the M1D14 fires 12 gauge rounds without 
the need for the pump action seen on the M87D. A reliable and versatile weapon, the M1014 is also 
equipped with a raii for the mounting of various accessories and an open choke that results in a wide 
pellet spread. 
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AMMO: 12 gauge 


RATE OF FIRE: 
MAGAZINE CAPACITY; 

UNLOCK: 


Semi-Auto 
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Rank 34 (Sergeant Major II] 
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This Russian-mads magazine-fed 12 gauge shotgun is based on the proven AK-47 action and equipped 
with a folding stock. It is reliable, fast to reload, and capable of mounting a variety of accessories. The 
Saiga 12K is papular with Russian police and security services, and it is an effective close-combat 
weapon with a wide pellet spread. 
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IMAGE 

ACCESSORY 

SLOT 

KILLS 


KDBRA [RD5] 
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Optics 

ID 
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Extended Mag 

Primary 

30 
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AMMO: 
RATE OF FIRE: 
MAGAZINE CAPACITY; 

UNLOCK: 


12 gauge 
Semi-Auto 
12 

Rank 38 [Chief Warrant Officer Four) 




SINGLE-SHOT 

i 

JL 


^ El ' 

; ;.l. 

BURST 


AUTOMATIC 

1 

1 


A Battlefield 2 classic, originally developed in South Africa, the DAD-12 is essentially the combination 
of a revolver and a shotgun. The fixed drum magazine is made of individual chambers, each holding a 
single round, which are fired only when placed in line with the barrel. A spring winding mechanism makes 
reloading an empty weapon a time-consuming process and the short barrel results in a wide pellet spread. 
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AMMO; 12 gauge 
RATE OF FIRE: 600 rpm 
MAGAZINE CAPACITY: G 

UNLOCK: Rank 43 (Major) 




SINGLE-5H0T 

lx f 


BURST 



AUTOMATIC 

in 


A South Korean-produced automatic shotgun, the LiSAS-12 was specifically developed tor the combat 
shotgun role. Feeding from a box magazine and capable of both automatic and semi-automatic fire, the 
USAS-12's high weight makes recoil manageable. The open choke results in a wide pellet spread. 
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Don't write off these sidearms as mere peashooters. The pistols pack a serious punch and can save your life during desperate close- 
quarters duets — remember, it's taster to draw your pistol than it is to load a fresh magazine In your primary weapon. Also, when suppressed, 
the pistols do not suffer from a loss of accuracy, making them a great weapon to equip when you're under heavy fire. Like the PDWs and 
shotguns, the pistols can be equipped by any kit, and fill the sldearm slot in the loadout screen. New pistols are unlocked as you earn 


promotions, 



AMMO: 9x19mm Parabellum 
RATE OF FIRE: Semi-Auto 


MAGAZINE CAPACITY: 15 

UNLOCK: Standard-Issue [US] 
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:fQj;701f 

* P > “ h • 

..r- -■ • 

SINGLE-SHOT 

1 s 

BURST 

1 

1 

AUTOMATIC 



The MO was selected as the primary sidearm of the entire United States military in 1085. Developed in 
Italy, the MO was selected in a series of often-disputed trials, only narrowly besting out other contenders, 
because of its high quality and low price. The MO is the primary sidearm of the UEMC. 



NAME 

AHACHMENT 

UNLOCK CRITERIA 

M9 TACT. 

Tactical Light ' 

Rank ID [Corporal 1] 

M9 SUPP. 

Suppressor 

Rank 25 (Master Sergeant tl) 


■ [ NOTE ] 

1 

RU players can unlock the M9 by obtaining the first Service Star 

for the MP443, 

j 




pnmagames.com 












<*- 


[MULTIPLAYER] 
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AMMQ: 9xl9mm Parabelium 
RATE OF FIRE: Semi-AutD 
MAGAZINE CAPACITY; 18 

UNLOCK: Standard-Issue [RU] 






m SINGLE-SHOT 
^ BURST 




AUTOMATIC 




Designed to replace the dated PMM pistol, the MP443 Grach pistol was developed in 1993 and fires high 
powered armor-piercing 9mm Russian rounds. The pistol is a combined construction of polymers and 
steei and has been adopted by select Special Forces units in the Russian military. 




MP443 TACT. 


Tactical Light 


Rank 13 [Sergeant] 


MP443SUPP. 


h 



m [ NOTE ] 

I I 

US players can unlock the MP443 by obtaining the first Service 

Star for the M9. 



AMMO: 9x19mm Parabelium 
RATE OF FIRE: Semi-Auto 
MAGAZINE CAPACITY; 17 

UNLOCK: Rank 4 [Private First Class III] 




SINGLE-SHOT 

0 

BURST 


• - S'* 

AUTOMATIC 

1 

1 

1 


The G17C pistol is part of a large series of pistols from an Ausfrian manufacturer. Chambered in 9mm, 
this full-size combat pistol features a polymer frame and anticorrosion surfaces that make it incredibly 
reliable. The G17C is popular with both police and military units worldwide. This G17C has been equipped 
with an integral Laser Sight that makes unaimed itre more accurate. 
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i NAME 

ATTACHMENT 

UNLOCK CRITERIA § 


G17 SUPP. 

Suppressor 

Rank 19 [Staff Sergeant II] 






AMMO: 9x19mm Parabelium 
RATE OF FIRE: 1,100 rpm 
MAGAZINE CAPACITY: 20 

UNLOCK: Rank 41 [First Lieutenant] 



-05 
li) Qji; 

ii: o 

* 1 

SINGLE-SHOT 


BURST 

1 

AUTOMATIC 





Essentially an automatic version of the G17C, the GIB was developed for the Austrian EKO Cobra 
counterterrorist force. Classified as a machine pistol, the GIB has been equipped with a number of 
modifications to allow greater control over its very rapid fire. Regardless, the GIB in automatic mode is 
incredibly difficult to fi're effectively at anything other than extremely short ranges. 


G18 Variants 





ATTACHMENT UNLOCK CRITERIA 


GIB SUPR [ Suppressor Rank 30 [Master Gunnery Sergeant I] 
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AMMO: ,44 Magnum 
RATE OF FtRE: Semi-Auto 
MAGAZINE CAPACITY: 8 

UNLOCK: Rank 38 (Chief Warrant Officer Two] 




SINGLE-SHOT 

m 

BURST 


AUTOMATIC 



A .44 Magnum, the most powerful handgun in the world; this pa~icular model features a ported barrel, a 
compact frame for easy carry, and of course, a round that wil' d;cvv your head clean off. The ,44 Magnum 
is the most powerful side arm available, but the recoil and weight of the weapon makes fast follow-up 
shots extremely difficult. 



.44 SCOPED 


3x Scope 


Rank 44 [Lieutenant Colonel] 



AMMO: .357 Magnum 
RATE OF FIRE: Semi-Auto 
MAGAZINE CAPACITY: 6 

UNLOCK: B3,oaa Co-Op points 







SINGLE-SHOT 

i S 

1 

BURST 

1 

1 

1 


AUTOMATIC 



Developed for export in Russia [REX stands for revolver for export], the MP443 is a compact .357 
Magnum handgun with an interesting tilt open and auto extraction design. While not as powerful as the 
.44 Magnum, the .357 Magnum round from the MP412 offers excellent stopping power and the compact 
package offers a slightly higher rate of accurate fire. 



AMMO: 9x19mm Parabellum 
RATE OF FIRE: 1,100 rpm 
MAGAZINE CAPACITY: 20 

UNLOCK: 315,000 Co-Op points 



- *•■'•■■•'4 - 1 

,’•1' *'4 1 

■ '••***» -•'’** «‘V 1 

SINGLE-SHOT 

a 

► 4 ' , 4 - 

BURST 


AUTOMATIC 



A modified version of the M9 pistol, the 93R is able to fire in 3-round bursts. The 93R is equipped with a 
forward-folding foregrip and an extended barrel that is ported to reduce recoil. Trained shooters are able 
to fire busts in rapid succession, and the pistol is typically seen in service only with elite special-purpose 
units. 



AMMO: .45ACP 
RATE OF FIRE: Gemi-Auto 
MAGAZINE CAPACITY: 9 

UNLOCK: BF Veteran Status 




SINGLE-SHOT 


BURST 


AUTOMATIC 



The M911 is one of the most popular pistols in the world. Adopted in 1911 for the US armed forces, the 
M1911 served as the primary side arm until 1985. Many clones and copies of the M1011 exist, and the 
internal action is used in nearly all modern pistols. Modernized and updated versions of the M1911 are still 
in use by MEU[SOC] US Marine Corps Special Forces. 
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NAME 


ATTACHMENT 


UNLOCK CRITERIA 


M1911 5LJPP, 
M1911 TACT. 
M1911 G-TAC 


Suppressor 

Tactical Liglrt 

SuppressorA'actical Light 


BF Veteran Status 
BF Veteran Status 
BF Veteran Status 


■ [ NOTE ] 

b ••• I 

Battlefield veterans gain access to the Ml 911 autumaticaily. 

If you don't own any previous Battlefield games you can unlock 
this weapon by becoming a member of the EA Gun Club, at 
http://gur;c!ub.ea.cam. Simpiy log In to the website using your 
EA.com or Origin. com account 

‘ « 
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As you progress through your multiplayer career you unlock a variety of specializations. These perks provide varying bonuses to your kit. 
But you can only equip one specialization at a time, so pick the bonus that best fits your style of play. The squad specializations are very 
powerful, as they apply a bonus to your entire squad, All specializations are tied to ranks. So the more promotions you earn, the more 
specializations you'ii have to choose from. 


1 

IMAGE 

NAME 

UNLOCK CRITERIA 

DESCRIPTION 


Sprint 

Rank 2 'Yrir' 

[Private First Class l] 

fUghtweight load-bparing,^eqUipment that reduces soidier fatigue and allows a higher'jJf ; 

sprint speed. ' i : r . . , " ■■ ■ 

$ 

Ammo 

Rank 5 

[Lance Corporal] 

Additional MOLLE tactical ammunition pouches allow the player to carry a greater 
amount of primary and sidearm ammunition. 


Flak Jacket 

i Rank 8 

Sse [Lance Corporal llpiPlr 

Reduces the dImage taken from explosives and shrapnel by providing additional [ G. 
coverage to hjshmsk body parts. Y* f-YYlYY,:- " ^ 


Explosives 

Rank 11 

[Corporal II] 

An EDO vest that increases the total amount of explosive and rocket ammunition. 


Suppression Resist 

Rank 14 

[Sergeant!) 

The cbmbined effect of field experlehce and adVsnfiedfrapng rBd^ the sup^Teslive * 
etfept-pf jhconning rounds. ^ ^ ^ -* * *. ^Y ♦- » 

B 

Suppression 

Rank 17 

[Staff Sergeant] 

Advanced marksman training gives the soldier's rounds a greater suppressive effect on 
his targets. 

&\ 

Grenades 

Rank 20 

[Gunnery Sergeant] 

Additional MDLLG grenade pouches allow the soldier to fiarry a jattef arnourrf of hand * * 
grenades and 40mm grenades, * 


Squad Sprint 

Rank 23 | 

(Master Sergeant] 

Lightweight load-bearing equipment that reduces soldier fatigue and allows a higher 
sprint speed. This specialization will be granted to your entire squad. 


Squad Ammo 

j. 

Rank 28 

[First Sergeant] 

Addfflonai NOLLE tactical ammurfition pouches ailqw' the player to paiiy a greater amount of 
piimary and sidearm ammunition. This specialization will be granted to your enlfe squad. * 

Q 

Squad Flak Jacket 

Rank 29 

[Master Gunnery Sergeant] 

Reduces the damage taken from explosives and shrapnel by providing additional 
coverage to high-risk body parts. This specialization will be granted to your entire squad. 


Squad Explosives 

Rank 31 

[Master Gunnery Sergeant llj 

An EDO vest that increases the tetSI amount of expfdsive and rackefammunition.This’- 
specialization will be granted tc your entirp squad. .. . .. * ; « ■ lY - 

* 

Squad Suppression 

Rank 33 

[Sergeant Maior 1] 

Advanced marksman training gives the soldier's rounds a greater suppressive effect on 
his targets. This specialization will be granted to your entire squad. 


Squad Suppression Resist 

Rank 35 

[Warrant Officer One] 

The combined effect of field experience and advanced training reduDeithe suppressive 
effect of incoming rounds. This specializaran will be grajited to youYentira squad. 


Squad Grenades 

i 

Rank 37 

(Chief Warrant Officer Three] 

Additional MOLLE grenade pouches allow the soldier to carry a larger amount of hand 
grenades and 4Dmm grenades. This specialization will be granted to your entire squad. 



Don't like the look of your outfit? You can customize that, too, with a variety of camouflage patterns. Like specializations, new ca~c 
patterns are unlocked when you achieve new ranks. The look of each camo pattern differs whether you're on the US or RU teams, You can 
switch between the default and unlocked camo patterns by choosing the Appearance option from the Loadout screen. Your selected camo 
is then applied to all classes. When playing with a squad, consider choosing the same camo pattern to make it easier to identify each other. 


Weapon Aoceseonas 
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IMAGE 


NAME 


UNLOCK CRITERIA 
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: ,A. •'■^5 




L- 



Woadland 


Ranks 

(Private First Class 




Ranger 


Army Green 


Expeditionary 

Force 


Rank 6 

(Lance Corporal [] 







Rank 9 

[Corporal] 


Rank 12 



Paratrooper 


Rank 15 

[Sergeant II] 



Navy Slue 


Jungle 


... 


Desert Khaki 


Urban 


Veteran Kit ^ i 


Spec Dps Biack 


Rank 21 

[Gunnery Sergeant I] 


w 




Rank 24 , “ 

[Master Bei^eantt]' 


Rank 27 

[First Sergeant I] 


Rank 39^ ■ » 

[chief Warrant Officer Five],, 


Rank 42 

[Captain] 


Rank 18 

[staff Sergeant I] 
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VEHICLES 


□ne of the highlights of any Battlefield game are the vehicles. Nothing can be more enterraininc taan nopping into a tank and cruising 
across the landscape, laying waste to both enemy vehicles and structures alike. Battlefield 3 ccniinuss this rich tradition and lets you hop 
aboard boats, tanks, helicopters, and jets to quickly move across the battlefield with speed and devastating firepower. 




cusraKtzE / air 

LOADOUT 

ATTACK HEEJCOFTERS 

< 

0 

n. 

< 

0 

< 

0 



< 


< 

0 


PILOT UPGfMOE * 

NO UPGRADE > 


FTLHTeAaEET 

NQ GADGET 




HU WEAPON 


GUHNtH 

m yPGRAOE 




Before spawning info a game, take a moment to customize 

your vehicle loadoufs. 


In Battlefield 3, most of the vehicles can be customized by means 
of unlockable upgrades, gadgets and weapons. The more you use a 
vehicle from a particular class, the more points you earn. Unlocks are 
awarded at regular intervals in a linear progression. Once an unlock 
is awarded, you can assign it through the same loadout screen you 
use to customize the soldier classes. With the exception of attack 
helicopters, all vehicles have three assignable slots: one upgrade 
slot, one gadget slot, and one weapon slot. Attack helicopters benefit 
from six slots, three tor the pilot and three for the gunner. Upgrades 
are passive and require no action to take advantage of their benefits. 
Meanwhile, gadgets and weapons require some interaction on the 
part of the driver or pilot to deploy. So as you progress through your 
multiplayer career, you will have to make some tough decisions as 
to what unlocks you wish to equip. Some unlocks improve offensive 
capabilities while others impact survivability. Experiment with the 
different options until you find a combination that best suits the 
tactical situation and your style of play. The unlock progression 
for each vehicle type is provided in this chapter. We list the point 
requirements for each as well as a brief description of every upgrade, 
gadget, and weapon. There are no unlocks available for light vehicles 
and transport helicopters. 


.4 -, u 




LIGHT VEHICLES 
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The light vehicles are the fastest land vehicles in the game, and are useful for rushing control points and M-CUM stations at the start 
□f a battle. But their light armor and exposed positions make them death traps if driven into heavy action. Most explosive munitions can 
disable these vehicles with one hit, potentially killing the driver and passengers. Their greatest defensive asset Is their speed and off-road 
capability. To ensure survival, use these vehicles to traverse terrain on a map's periphery; stay away from heated battles near control points 
and M-CDM stations. Although these vehicles can attain high speeds on roads, most roads are traveled by larger and more deadly vehicles 
like tanks and IFVs. So stay off-road and out of sight. Such tactics are essential when staging raids on distant enemy-held control points or 
M-CDM stations. There are ne vehicle unlocks or loadout options for the light vehicles. 
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NATIDNALITY: US 

DESRIPTION: Used by the USMC starting in 2009, the Growler 

is the only transport vehicle that fits in the V-22 
□sprey. 


Vehicle Performance 

. " - ■ ' ‘i* r: ' ■ , ■ ' ' “ 

^ Vi . ir>,/ T [ . ■ • ' 

SPEED 



ARMOR 






FIREPOWER 




1 



Vfentcle Qecupan^ ; 


SEAT POSITION 







1 


□river 


WEAPON 


None 


Gunner 


12,7mm Machine Gun 


Passenger 


Troop Kit 


VDV BUGGY 


NATIONALITY: RU 


DESRIPTION: Russian paratrooper light buggy. 
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SEAT 

POSITION 

WEAPON 

1 

1 I 

□river 

None 

2 

Gunner 

12.7mm Machine Bun 

3 

Passenger 

Troop Kit 



NATIDNALITY: US 


DESRIPTIDN: This vehicle has served in every division of the US 

Armed Forces for 20 years; increased armor was 
added as a response to urban threats. 






SPEEO 

ARMOR 

FIREPOWER 








SEAT 

POSITION 

WEAPON 

1 

! Driver 

None 

2 

Gunner 

HMG .50 

3 1 

Passenger 

None 

4 1 

i 

Passenger 

1 None 





The Growler [TV is fast and maneuverable, but the open-cockpit 
design leaves the driver and passengers vulnerable to incoming 
small arms fire. Never drive this vehicle into the middle of an 
intense firefight. Instead, use it for quick raids on distant control 
points. 





Like the US Growler ITV, the VDV Buggy is a fast attack vehicle 
ideal for launching snea1<v flanking attacks on lightly defended 
enemy positions. Due to its lack of armor, take extra steps 
to keep this vehicle out of the line of fire. While the machine 
gun turret is great for suppressing enemy infantry, the gunner 
position is completely 



The familiar HMMWV is the most common light vehicle when 
playing as the US. The vehicle's body and doors can repel most 
small arms fire, but the windows leave the driver and passengers 
somewhat exposed. Consider keeping this vehicle back from the 
action and using its machine gun turret [with zoom capability] to 
engage enemy infantry and helicopters. 
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Veh icleiPS^ 


FIREPOWER 
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iti.’rn-^ 


Vehiqje bbcufjf 


CtAT DnCITinM 


WEAPON 


i-.j /; ;■•... ' 


, Pi, 


NATIONALITY: RU 

□ESRIPTiON: Dependable armored 4x4 that was Introduced in 

1397. 


The Vednik performs much like the HMMWV, but has a slightly 
taller profile making it a bit unstable on uneven terrain. Watch 
your speed, particularly when turning. Otherwise you may roll the 
vehicle, forcing you to find another ride or continue your journey 
on foot. 


None 



NATIONALITY: US and RU 


DESRIPTIDN: The Rigid Hull Inflatable Boat [RHIB] is a vessel 

whose hull is partially rigid and partially inflatable to 
allow it to traverse long distances at high speed. 
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Vbhiclb PerfafitiiTiGi 


SPEED 

ARMOR 

FIREPOWER 
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I Veliicje Occupancy 




SEAT POSITION 


WEAPON 


Gunner 








Passenger 


Light Machine Gun 


. 1 j.'. t*v 



The RHIB is used by both teams and usually spawns next to 
bodies of water or within the lower deck of US aircraft carriers. 
Despite its light machine gun mounted on the bow, this is 
a transport vehicle, net a gunboat The boat cannot sustain 
heavy damage. Even worse, it provides zero protection for its 
occupants. Instead of launching frontal assaults, circumvent the 
enemy's defenses and launch surprise attacks on rear positions. 
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. * Tha roof-mo uhted rhachine guns found on most of these vehicles are excBltenf anti-aircraft guns. Tire -a; steady burst of 
at enemy; helicopters to make there spin but of control, Dn the HlvlMWV^and Vodnik, the gunner ;qp 0 |dfps;tBe machine dun turret from It 

wifhtn the vehicle, which protects the gunn.er frorn small arms fire. Each turret also has a zqorn funetiph, mekinbtheM St^ weapons 
■ fpr spottinQ and engaging enemies at long range. : > „ 

• Thiok twipe before loading your entire squad into, one of these; vehicles. Ail it.takes is dne^hit from aJfartkior rocket launchet to disablet^^^ 
your ridq pbtBntially, killing a large number squad members. If the vehiclKbecomes disabted.bail .but5and :seB.k:Cbyer.betbfS^^^^^ 

flaming wrebic explqdes. - : ' 


•-S' rV*^‘ 


• Given thelr'speed. the. light vehicles are great for scqiring read kills. Simply drive directly tqw.ard.iBrieniy troops at high 

■them down . before They can dash out of your wa.y.- ' ;;f^^^^^^ \ ■ , 7 V ■ " ^ ; - 


, • Passengers in the Growler ITV and VOV Buggy can ;fire thq'vveapons from their troop kits..;fiut accurately tafbefl^ while ; . •. j- 

driving in moving vehicle is tbugh. Ita often better to save your ammo for when the vehicle teabheSTta destinatio.n, ,:V 

^ ' ■ . . ' '.-'Vvv ‘ T TV VVt • \\' ' . 7 -■'.Cf-' ‘ ' ... . T ,'7 = '.*,v , ■' • *' 

-•.TV''' ^ . *' ‘ T ' . -J " '.V , T' .v ' ■.. •• P, V. • ‘ ' 

,,frT Atthe start of a battte, don't drive off in one of these vehiclei^^unlil.a few teammates hop insid0.,Dn most maps, these vehicieSf serve ; 

T as your team's primary means of transportation. Stranding teaiflrnates at your base wont win fyou any fsris Hovvever, your squad 
mates can spawn into the vehicle if there are open seats. 
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The Infantry Fighting Vehicles are the most versatiie vehicies in the game; they are sometimes 
referred to as light tanks. They lack the heavy armor of tanks, but still have a lot of firepower. Their 
main weapon is an auto-cannon, that fires high-explosive rounds in quick succession as long as you 
hold down the fire button. But the auto-cannon can only fire six rounds before a new rack must be 
loaded, resulting in a brief interruption. The IFVs also have a machine gun turret— the driver controls 
the auto-cannon while the gunner controls the machine gun. The tour passenger seats are equipped 
with port- and starboard-mounted machine guns, making it ideal for hauling around your entire squad, 




You earn a service star far 
every 90,000 points you 
score with the IFVs. 100 iFV 
service stars are available. 


; ;IF^%nlo‘GkPrdifeSSioh ^ 

IMAGE 

NAME 

LOADOUT SLOT 

POINTS 

DESCRIPTION 


IR Smoke 

^ Gadget 

300 

: .—w 

Srnoke grenades enhanGea with metal filariientd that whehl&urtdneB ii^^ designation, ;■ 

spopf inSdmihmpyte^^^ missiles, and»prevent enemies frem^ rsvsallriB-Voyr positipnlto^ teammates,,, 


ATGM Launcher 

Weapon 

2,300 

Wire-guided anti-tank missile launchers are mounted on the turret 


Belt Speed 

■ 

Upgrade 

4,700 

An’ enhancecf mechanism decreases Itie minimum tirra between firing bursts with your main - 


Coaxial LMG 

Weapon 

8,300 

i 

i 

A light machine gun mounted coaxially to your main weapon. 


Thelrmal Optics 

Gadget 

"" 1 

13,100 

A secondary weapon sight with thermal optics that highlights soldiers and vehictesfon effipimt 
Targer laenTincsTion. .. : if . -t r - • - -v- , • 


Proximity Scan , 

Upgrade 

' 19,200 

External sensors detect and reveal enemy units on your minimap. 


Zoom Optics 

Gadget 

26,900 

tA secondary weapon sight with upto 3x magnif]cafion.r-i«-^felS¥®TC:uL^*tt\C?’S;:^^^^^^^^ 


Maintenance 

Upgrade 

36,000 

Preventative maintenance procedures improve your vehicle's recovery from damage. 


APFSDS-T Shell 

Weapon 

47,000 

I Armor-piercing fin-stabilized discarding sabot [with tracer] ammo that deals rnore direGt damage 
: but has no explosive element, -■ ■■■■T'*' “ 

© 

Thermal Camo 

1 

Upgrade 

BO, 000 

Antireflective coating on your vehicle increases enemy locking and tracking difficulty, and 
decreases the time you are revealed to the enemy-when spotted. 


Guided Missile 

: Weapon 

74,000 

Laser-guided anti-tank missiie launchers are rngunfe'^bn ttlfe futtet; they lock on to and track 
enemy land vehicles and carfacquire lasendesighatld targdis' e^bn if they are out of line of sight. 


Reactive Armor 

Upgrade 

90,000 

Reactive armor panels and/or slats absorb the impact from anti-tank weapons, :prQtecting you 
from damage but becoming destroyed in the process. 


\ . .. 



NATIONALITY: US 

DESRiPTION; The LAV-25 is an eight-wheeled amphibious Infantry 

Fighting Vehicle [IFV] used by the United States 
Marine Corps. 


Vehicle Performance 


SPEED 

ARMOR 

FIREPOWER 




Vehicle Occupancy 


SEAT 

POSITIDN 

WEAPON 

1 

□river 

25mm Chain Gun 

2 

Gunner 

HMG .50 

3 

PsSSBflQGr „ 

^Machine Gun i -- 

4 

Passenger 

Machine Gun 

g R 

Passengir 

r^Machine Gun ^ _ . 

•;t.' i ^ . V-: 

6 

Passenger 

Machine Gun 


Sporting thick armor and bristling with weapons, the LAV-25 is 
the Ideal troop transport for the US team. While the vehicle is 
very effective against enemy infantry, it is vulnerable to attacks 
by tanks, helicopters, and jets. So if such threats are In the area, 
consider dropping off your passengers as soon as possible. 
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BMP-2 M 


NATIONALITY: RU 

OESRIPTION: Description: The BMP-2M is a second-generation, 

amphibious infantry fighting vehicie introduced in 
the 1980s in the Soviet Union. 



Vehicle = Peito 


ARMOR 


RREPDWER 




Machine 












Machine Gun 




Ve hicle E ^ ^pency.;i 


RFAT Pn??lTinfd 




\A/FAPnW 


Gunner 


Passenger 


ST««r*- ’^i‘ * nw 


Psssengerj 


t I ft.. 


Passenger 



NATIONALITY; US 


□ESRIPTiON: The AAV-7A1 is the current amphibious troop 

transport of the United States Marine Corps. 
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SPEED 

ARMOR 

FIREPOWER 
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Vehfcle 

SEAT 

POSITION 

WEAPON 


Dover 

sRone - 

2 

Gunner 

7.62mm Machine Gun 

3 V,,-- 

Pas'sengWi^^j^b^l 

'Nohe ' 

4 

Passenger 

None 

.>5,' 

liPassengBr :» . - ■ 

|\ione 

B 

Passenger 

None 


t 






Technically the AMTRAC is not an IFV, so it does not benefit 
from the unlocks associated with the vehicle class. However, it 
performs just like an iFV, as it's capabie of carrying six players. 
It also serves as a mobile spawn point for the UB team. Park 
this vehicle anywhere, and as long as seats are available, any 
teammate can spawn directly into the AMTRAC. 




The Russian BMP-2M has a sleek, low profile when compared 
to its boxy American counterpart. This makes It a little easier to 
conceal the vehicle behind low hills and other pieces of cover. 
Hold back from the front lines and pepper enemy infantry [and 
helicopters] with the vehicle's auto-cannon and machine gun. 



, .,v- '■ '.>V' 






mm 














• Never GhajigejFfro-agrpup^rf infantry. iP^Mre weii armored^^but 
they can't withstand mere th^ two onthree. rocket hits, ncfr td mention ; . 
mtnes: Instead, hdid back and engage infantry frorn a ^eaife distance,:. • 

[■■, ; ,.wh^^ can't sneak up behind you. The aifrO'Carinpn and.mabhihe ' 

.'■ 'gun tun^s on these vehicles ^a 

Alllthe Ipys amphibious and can travei across deep bodies water 
jy vLISepiis to your advanfege by staghg attacks from un^ 

' dlreifrionsTThis^i^ enemies by. surprise. But 

these vehicles move very slow while in the water, so watch out for 
, heiicopters and jets cverhead. 


- Be cafHiy when t[anspaftiHg;yp.uf: iFV. A hit from a 

.ihelicqpler or jet's GuidefrMiSsile cpuld^ whole squad back to 

/-.the respawn screeniv-'T v-- ■ ■ ■ v',.-; 


•t** ' • ■'•.'j' . 


■S; 


■* 




engaging an ihV, iry to maneuver so you can score a side or rear 
hft, where the vehicle's armor Is thinnest Likewise, when driving one'; . y 
of these vehtcies, be mihdfijl of these: weak spots and fry to keepthe •L. • . . 
yehicie's front erTnof'facing th&enerny at all times. ■ 


T.Lfe jets and he,|icoptefSf.;iR/s can fire a Guided MisSf!t.,lapebietef"''^ 

■ l□bking :^00 to famj^ designated, thBi%Q,n[kf s-SQ^ So once 

. . ydu'ye pniocked ^ keep your fly back from 

; waft fo^^^ a taSen A red diafnsihd icon 

■ . • ‘*'l f'-' • -* ' *•,* ‘ , t ^ ‘ K.*' * I ‘ ' 

L; appears oh the HUD wfien an enemy target has-bsen de^gfieied. ' 

"■'■:'Cpmp!ete|y different tactips; apply when driving the AMTl^rlfris sioW Iropp 
transport only has a ligtf maphine. gun for defensBi making, t ypinerB 
against tanks and ether' heavy vehicles. When: using this vehiGle as a fp.iyvard j 
spawn point, park ft in a rolalively safe: .location that's stll c^ to the actioit 

This is very effective when ettactanp M-G(DM statfpns during RPsh matches 
because the attecjdng team can maintain a presence clbs6 ,to the, pbiectives. 
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MOBILE AA 
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MMI 
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Despite their rugged armored appearance, these vehicles aren't intended for toe-to-toe slugtests with enemy tanks. In fact, their armor isn't 
different from that found on the IFVs. But these vehicles are designed for the sole purpose of shooting down enemy aircraft. Move them 
to strategically advantageous locations to provide your forces protection from air strikes. The auto-cannons on these vehicles are great 
for shredding helicopters and jets alike. But these weapons can also be very effective when targeting infantry and light vehicles. These 
vehicles are rare, so take steps to protect them by keeping them repaired. 
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IMAGE NAME 


LOADQUT SLOT POINTS DESCRIPTION 





IR 

Gadget 


; Smpke gr^delt|nhl^ed irfefal filamerrtsLlhatjf^n. &nphedTeifipTO la^nd^igHlitlDR^- 

spoof inCDfiilf)9 gffldSdfniSsl!es,,arid p(|vent’ epefnie^from reveaiing^oUri(feil|ah tq|S|T^ 


Anti-Air Missile 

Weapon 

1 

1,2DD 

Anti-aircraft missile launchers are mounted on the turret and will lock on to and track enemy air 
vehicles. 

J 

; t-.-y f- . - •■‘j-. . ■■•/. • 

^ ii' fj' 

Belt Spead 

Upgrade 

1 

2,500 

. V ^ . ^ - •■.■■•■: ■ "■ -liJj.sTj -¥i . .tv, . ' ' ■ ™' ;; ' ' 

An enhanced* mechanism decreases the minimum time between firing bursts with your main^ ; 

rWBSpO Hr ^ ^ ^ , : r . i ^ Tt"! 

: _ ... ._ ' T '. TT...... .V.* - 

j 

Zoom Optics 

Gadget 

4,400 

( 

A secondary weapon sight with up to 3x magnification. 


Proximltv Scan 

I 

Upgrade 

7,000 

i 

External sensors detect and reveal enemy units on your minimap;'£*£.4;|,i^i, - -r ' 


Thermal Optics 

Gadget 

» 

10.DDD 

A secondary weapon sight with thermal optics that highlights soldiers and vehicles for efficient 
target identification. 


Air Radar 

Upgrade 

14,000 

iThe range of your minImap increases greatly and revealaalltfiendt/'and enemy^aW^S'^iilri:^^^ 


Maintenance 

Upgrade 

19,000 

Preventative maintenance procedures improve your vehicles recovery from damage. 

-■ ..4^- 

Thermal Came 

Upgrade 

2B.DQD 

Antireflective coating on your vehicle increases enemy locking anitracTing difficidty and 
decreases thetime,you are revealed to^ttie ehemy*When spotted.? 


Reactive Armor 

' Upgrade 

32,000 

Reactive armor panels and/or slats absorb the impact from anti-tank weapons, protecting you 
from damage but becoming destroyed in the process. 

i 


L- 


LAV-AD 


NATIONAUTY: US 

□ESRIPTION: The LAV-AD includes the Avenger anti-air system on 

a LAV-25 chassis. 
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SPEED 

ARMOR 

FIREPOWER 


c 

t.- 




n 




^ _ ... . . . , t JB. - 


SEAT POSITION 


tv i . . .f > .VvrO.j.', 



1 


Driver ^ 




WEAPON 




The LAV-AD laoks just like the LAV-25, but it performs quite 
differently. For one, it has only a driver seat and cannot be used 
to transport troops. But the five-barreied 25mm cannon atfached 
to its turret is great for tearing apart enemy helicopters or jets. 
The weapon is equally devastating against infantry and light 
vehicles. It can even damage tanks. 




You earn a service star for every 32,000 points you 
score with the mbbileAA vehicles, 700 mobile AA 
service stars are available. 
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ARMOR 

FIREPOWER 


NATIONALITY; RU 

□ESRIPTION; This mobile surface-to-air gun and missile system has 

been in service since 1982, It was developed in response 
to range shortcomings in the ZU-23 Shilka design. 


Offensively, the Tunguska performs identically to the LAV-AD and 
is ideal for ripping apart aircraft, light vehicles, and infantry with 
its rapid-firing 30mm cannons. However, this hulking tracked 
vehicle is a bit more sluggish than its wheeled counterpart, and 
therefore a bit more difficult to maneuver in tight spaces. 


ICO 


■vki ■ y.-i 




tiBpfpre moving ouf, ahajyzei^dur team's'ali^def^ 
move the,yehiole to an areal where tt can protect yauLTed^^^ 
Make an effeft to park it in a well-protected aieb: that; is 
: , bf>siaht from advancing enerm/ tanks andtrifdgh^. Whj|el^^ ■ 
scanning the/skies foA^^ easy to lose sig.ht 

'■baffle happe 






- i' -1 

-->y: 












■V. ■ -V' 










Instead of constantly rotating the turret looking tor targets'^ 
•'rely on the mjniihap 

v^ydhiGle I? : spoti^d byHedbirpates, these^threats appear as red 1 
r icohs Ion the rninimap. SO , rotate the tur^ 
ttaead icons, then scan the for the targot^if 
La red icon appears gbove the aifSii^rmajdn^ track. 

Xhe Air Radar upgrade autoimatiGally marks^the positions ali 
. enerny aircraff on the mininnap^ 

•The mobile AAvehideshaye unlimited ammo, but the cannons 
i tend to overheat When fired tor long, unihtefrdjjfsdlb To 
; prevent overlieatinB/fire !n bursts that, last no |opger than four 
seconds. A brief pause in tiring allbWs the guns to c 

;r When attacking one of these vehicles; try hit them from the 
sidsdr redh WharSt^^ Although they fill a 

.■ ■ y%i^'l&peeia(ized role^,^^^^^ th as e ve h icies have thick armor capable 
1 otlWtfnstandinglh damage. Tanks and iFVs are best suited 
for taking oiit these vehicles. 

* Xhese yeHeles^;^ one weapon unlpck in the fe;;m 

of the Antl-AIr Missile, this is a heat-seeking missile sintilar 
to those hred by the stinger and IGLA missiles carried by 
engiheers. When selected, these missiles autdmaticaJiy 
tracktaf'gets In the center pt your screen, indioetpd by a red 
'bounded box. Keep tracking the target across the sky until a 

, fire the missile. The pilot you're tracking 

• |S;mpdS 3W^ missile lock and may deploy IR Flares In 

an effort to break the lock. So consider waiting for the pilot to 
dump their flares before reacquiring a lock and tiring a missile. 

' If the tpck is achieved quickly, the pilot won't have a chance to 
deploy, a second selof flares. 


, V. 
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While tanks are still at the top of the food chain during ground combat, they're far from invincible. Rockets fired by infanfry, helicopters, and 
jets pose a big threat, as do other tanks. A tank's side and rear armor are the \A/eakest, For this reason, keep the front armor facing a threat 
at all times, especially when engaging other tanks. The rounds fired by a tank's main gun travel in an arced trajectory. So compensate for 



setting to score a hit. 




Ualock PffigrBs^ 


I IMAGE 

; NAME 

: LOADOUT SLOT 

I POINTS 

IDESCRIPTiON 


IR Smoke " 

■■ : " . . : isn 

Gadget 

L 800 * 

’ r. 

Smoke grehadea metai filaments that when feuncfied mmeve laser-dB^dfiBtidR, ■ 

spoor irigerriing guideg missiles, and priav^ikenemies ii^aling^ypur ppsrt^ 



Coaxial LMG 

Weapon 

' 2,1DD 

A light machine gun mounted coaxially to your main weapon. 


Autoloader 


4,400 

m 

An enhanced rfiechan ism decreases the mlnimuni time between tiring rounds in your main 'kt 

weapon,T^-^>a e 

. ■■ .....'. r r .‘.U-'. ..-.r ... :■ u i "- m .’m .i . 4 ;: .S"K=^ .j 

i 


Zoom Optics 

Gadget 

7.60G 

A secondary weapon sight with up to 3x magnification. 


Mainfenance 

Upgrade 

•T- trs® i 

" 12,000 

Preventative maintenance procedures improve your vehicles recovery from 

■■■ k9sk- :*m-r ••! .•• •: -jaf * 

, 

a 

Coax HMG 

Weapon 

17,700 

A heavy machine gun mounted coaxially to your main weapon, 


Proximity Scan 

Upgrade 

24,700 

E)cternal sensors detect and reveal enemy units on vourminimap. 


Guided Shell 

Weapon 

33,200 

A smart target-activated fire and forget shell that can lock on to and track enemy land vehicles 
and can acquire laser-designated targets even if they are out of tine of sight. 


j Thermal 

Gadget 

m 

43,200 

r: '■■ ..J ' ; '^WWSfiJWS .. ' .:. ; : ^ :■ •: -. 

; A secondary weapon sight with thermal optics that highlJgWs soldiers and \«hicles for efficient 
: target identification. 

.3'^" 


Thermal Camo 

' Upgrade 

54,800 

Antireflective coating on your vehicle increases enemy locking and tracking difficulty and 
decreases the time you are revealed to the enemy from being spotted. 

■ -St " 


^Canister Sheii 

Weapon 

Ga, 1 Q 0 

A tank shell encasing thousands of tungsten ball^hatis fired friough the cannon muz2e like a 
shotgun. T ’■.•‘’-..V.-imi '-.j. ^ 



Reactive Armor 

Upgrade 

83.200 

Reactive armor panels and/or slats absorb the impact from anti-tank weapons, protecting you 
from damage but becoming destroyed in the process. 


|T-.J 

CITY St^en 

Gadget 

100,000 

Access to a third turret position In the tank from which you can< laser-designate targets and use 
a proximity scanner.*yoy can enter a tank In fWs^^at'eyen if other players are occupying both 
ttie driver and remote dunnerfiai^ltens. 


r 
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Vehicle Perforrnahce 


SPEED 

ARMOR 

FIREPOWER 


Ml ABRAMS 


NATIONALITY: US 

DESRIPTION: The Ml Abrams Is the principal battle tank of the US 

Marine Corps. 



Powered by a turbine engine that produces a distinct whining 
sound, the Ml Abrams sounds more like a jet than a tank. The 
green horizontal lines in the center of the tank's HUO can be 
used to gauge barrel elevation when firing at distant targets. But 
hitting targets at e>ctreme ranges requires more guesswork, as 
there are no lines to reference. Fire a shot, watch where it lands, 
then either elevate or lower the barrel to zero in on your target. 
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Tanks are designed for one p killing other tanksiSfdtisI^ and 

T^D^:are identical, providing an even placing. B l 
thBre'are a tew tactics ybij dan use to gain the' upper Handf^ onej try td:^rhi|neu so 
you dan target the enemy tanii^e weaker- side or rear Likewise; rotstl^^^^^ S' 

both the- chesis and turret are facinp the eneimydank's rriain aun.ThlsaliDws the thick t 


Vehicle Petfarm 


• :■ ■■ i"' ■>' ■ 

*- r.rL':''-.vV IImW 






SPEED 








Gunner 


J 


The T9QA is well balanced when countering the US Ml Abrams, 
but its HUD offers a bit more help when engaging targets at 
tong range. Use the green vertical line beneath the tank's center 
crosshairs to better gauge barrel elevation. The horizontal 
notches on this line can be used as reference points when firing 
the main gun — if the first notch was too low, elevate your aim to 
the second notch, and so on. 










But 

one; ttv ttll^ so 

Idf rdardnTlon Likewlddi td^fiwQ so 
:!s and turret are facing the enBfhy tank's main gun. Th|s:-a[[oWs th.B>thTck^fr^ 
aflmbf tq absorb thp majority of the damage. Unlocks likel the Autoloader ahd -^ Armor 
upgrades can also make a huge difference in a tank duel. ^ " ^ 

Tanks-: are best depfoyedias stand-off weapons. Use.the power and range|d^idP^^^^ 
engage enemy vehicles at long range. This is easiest When. fin the GUided^^heil weapd^^^^ 

unlock; These.;shetls are capable of locking onto iaseddesignated targets painted by the 
SQFLAM or EITV Statidri;. t . ■"'t: ' 

• When the CITV..Station gadget is unlocked, a third seat is added to the tank. .Tlie cfs^^^ 
mfeihber qGcbpying this third seat mans o iaser-desighatof. When used Tp pornbinotidnlwi^^^ 
the G.u'ded S hell, a tan k -with a CITV Station ca n paifit dnd engage th eir own targ efs; vyithbut 
bavidg to teiy" on a recoh spidief's^^^ t 

,* The Canisfer Shell unlock is a devastating antipersonnel weapon,: effectively turning a tank's 
.m^ gun into a massive shotgun. But like a shotgun, this shell is moSt effBctiyetat^pIpse ; 
../fplntermediats, range. Only use this in defensive situations. Never go huntjii.g for intantry 
i'in ;a' tank, es^ urban envirDnrnents. If you spot enemy infantry on the, penpliery,. 


•Hmfhediafetv bdck up while firltt^^ before one of them can toss e|. mine or C4 in your .direction, 

vBpnsider playing as-en engineer when driving a tanfe. As you take- damage, retfeat; hdp. out,.. 

. and use the repair tod to fix your ride. Better yet, have your engineer gunner get out and .. 
repair white. you continuelfiring the main gun. This tactic gives you a huge advantage during 
■: tank duels and is the only way to keSp a disabied tank in th^ fight. 

vBeitcopters and jets are a tank's worst enemy. However, the machine guh turret is ^ 

■' completely capable of damaging these airborne threats. But when counteratfapklng, stay on 
the move' so as to; not give your opponent an easy target to strafe. If you have the iR: Smoke 
/sgadget uhiock; use it to conceal your position -and bm the locks of laser-guided munitiohs^: 

: vThe tank's’ driver seat offers poor visibility. Unless a teammate is manning the machine;;gun 
turret and actively scanning the perimeter for threats, switch to an exteijial vie,w.when driving 
a tank through city streets. This aliows you to spot enemy troops attempting tO sneak up oh 
your tank — ^support troeps can ruin your day by sticking P4 to the back qf your ride. 


Vbu earn a service star for every 100,000 points 
you score with the MBTs. 100 MBT service stars are 
available. 


NATIONALITY: RU 


□ESRIPTION: The T-SOA is derived from the T-72, and is the most 

modern tank in service with the Russian Ground 
Forces and Naval Infantry. 
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ATTACK HELICOPTERS 
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The attack helicopters are the most devastating vehicles in the game, but only when crewed by a capable pilot and gunner. A two-man crew is essentia) 
for each attack helicopter to live up to its deadly potential. The pilot can fire the chopper’s ungulded rockets, which are idea! for taking out tanks and other 
ground vehicles. But it's the gunner who benefits from the awesome firepower provided by the chin-mounted turret. Like the auto-cannons found on the IFVs, 
the cannons on attack helicopters fire small explosive rounds, The gunner can use this weapon to rack up dozens of infantry kills. Despite their impressive 
offensive capability, attack helicopters are vulnerable to heavy machine gun fire and heat-seeking missiles fired by engineers or other aircraft. But with some 
fancy flying and the aid of upgrades and gadgets, it's possible to minimize the danger posed by these threats. Unlike other vehicles, attack helicopters have 
six loadout slots — three for the pilot and three for the gunner. This allows an experienced crew to become more powerful with each attained unlock. 


Attack Helicdpter Unlock ProgressiiQn t 

•• i ‘ ■J k 


1 IMAGE 

NAME 

; LDADDUT SLOT 

POINTS 

DESCRIPTION 


IR Rar«s 

Gadget 

3DD 

Ififrafed flare launchers that vutten launched wriji distract inibcttiing missiles and cause them to 
i mjss their (odketi target ssiaT- ^ 


Heat Seekers 

Pilot Weapon 

aoD 

Heat-seeking missiles launched by the pilot that lock on to and track enemy aircraft. 


<T. ’’"C' ■■ 

•i; * t 

■ ■■ ■Wii 

StBalth 

Upgrade 

1 ,B 00 

Engine tiiningsand fusblage coating materials disguise: youi* vehicles infrared signature, thereby 
increasing enemy locking and ttacldng ditticuHv and cjecreasing the time you are revealed to the 
^nerriy when spotted. » 

iU 

Autoloader 

Upgrade 

2,800 

An enhanced mechanism decreases the minimum time between firing bursts with your main 
weapon. 


Zoom Optics 

Gunner Gadget 

4,400 

A secondary weapon sipht fprthe gurinerppsitiori^ithiup to Sx ifiagnflcaM^ 

5 K . . S: ; ' -a,' ' ' ' r.,; • ^ .iJ' 

. .. 

■ 'it* V 

I'f ;. 4 t,‘ 


Proximity Scan 

Upgrade 

8.500 

External sensors detect and reveal enemy units on your minimap. 


AirliiaEiar 

Upgrade 

9,000 

The range df your minimap increases*^ greatly and reveals alf friendly and enemy iai'rcraft. « * 


Guided Missile 

Gunner Weapon 

12,000 

Guided missiles launched by the helicopter gunner that lock on to and track enemy land vehicles 
and can acquire laser-designated targets even if they are out of line of sight. 


' ® 

ExtingOisher 

Pilot Gadget 

■J ‘ « 8 S" 

18,000 

1 ' .. | ■■ ‘ |. „ i.i 

A controited air pressure release ill the engine compartm^t Witl*^©d1nguish engine fires when 
activated, helping a disabled aircraft returffsto normal operitibKand recovec'itpm darnage, 


Maintenance 

Upgrade 

20,000 

Preventative maintenance procedures improve your vehicles recovery from damage. 

& 

Thermal Optics 

Gunner Gadget i 

^ 26,000 

A secondary weapoTi sight for the gunnel position using themna! optics that highlights soidierB 
and vehicles for efficient target identtfication. '■ " *■ 


Laser Painter 

Pitot Upgrade 

30,500 

Nose-mounted targeting systems designate an enem'y vehicle in your tine of sight automatically, 
painting them as a target for teammates using laser-guided weapons. 


Below Radar 

Upgrade T 

' ! 

37,000 

When flymg at low altitudes your heat signature is d^reasedthichng youifrb%^t radar and 

preventing enemy air-to-air rnissile systems from locl^hg onto you, ; * J * 


ECM Jammer 

Pilot Gadget 

j 

44,000 

Electronic countermeasures including chaff launchers and deceptive transmitters prevent your 
aircraft from being locked on to by enemy weapon systems for a short time when activated. 


Guided Rocket 

Upgrade 

51,000 

The pilot’s rockets are equipped»with semi-aGfive guidance systems, increasing eccurecv enc 
thereby range of effectiveness. * » 


TV Missile 

Gunner Weapon 

GO, ODD 

TV-guided missiles launched by the helicopter gunner that are flown by dinect-feed l ioeG. 


AH-1Z VIPER 





NATIONALITY: US 

□E5RIPTI0N: The AH-1Z Viper [also called SuperCobra or Zulu 

Cobra) is a twin-engine helicopter based on the 
AH-1W. 




SPEED 

ARMOR 

FIREPOWER 


1 , 



?■ 

<7 








eOccup^ 


SEAT 

POSITION 

WEAPON 

.%■=■? • • 

-■> 

Driver 

7Dmm Rockets ^ 

2 

Gunner 

1 2Dmm Cannon 


When piloting the Viper, use the t-shaped reticle in the middle of 
the HUD to aim your rockets. You can fire up to 14 rockets in one 
salvo, but then the rockets must reload. Likewise, the gunner 
can fire only 30 cannon rounds in quick succession before the 
weapon must be reloaded. The time it takes to reload these 
weapons can be reduced by applying Autoloader to both the pilot 
and gunner upgrade slots. 
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NATtONALITY: RU 

□SSRIPTEQN: The Mil Mi-28 [NATO reporting name Havoc] is a 

Russian all-vt/eather day or night, two-seat anti-armor 
attack helicopter. 




— |-*T7Lirj: 1 *. 


Vehic (elRerf 


SPEED 

ARMOR 

FIREPOWER 


51 -"‘5 

‘.7. 
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V - , .^.T; 'V \ 


SEAT POSITION 


WEAPON 



Gunner 


30mm Chain Gun 


L, 




The Havoc performs identically to the US team's Viper, even 
utilizing the same HUD layout. In the default configuration, the 
pilot can fire rockets whiie the gunner controls the chin-mounted 
chain gun. Both weapons are affective against infantry as well as 
light and armored vehicles. When not firing, the gunner position is 
great for spotting targets, particularly when the Zoom Optics or 
Thermal Optics gadgets are selected. 


i^- 5 -’A-VV 


•: jrv:^ .yf -'• -f <*'■. .• 





• If ydu’re planning to fly an attack helicopter, dis^^ Idadout^ vyith your gunner before 
spfawning into the gaffie; Make sure you? don'thavd any. duplicate upgrade or gadget ioadout 
slots aesigrted.'For exarnple, there is no benefit for both the pilot arid gunrierfto have the 
Stealth upgrade selected; So mix up your loadouts to niaximize-the effe^iyariesE^^ this 
. powerful vehicle. ' . ^ -4 


'r •.-p\ vs . 


■•J - t 


. .'v 




v>! 


-.V 


.r^With the new vehicle damage system, it s possibie to recover from .lightittamage simply by 
, .. flying away from danger. If you .stay away from enemy fire for a few'sepprids chopper 
automatically returns to full health, Howeveg.if yqur helicopter patches only 

two ways to . repair it. You can land and have an engineer use their Repair Tppl or you can 
. y ' use.the. Extinguisher gadget to put out the . flames. 

• Add Heat ...Seekers to the, pilot's weapon Ioadout s(ot when you're confronted with enemy 

‘-i-'s- jets and choppers. This gives the attack helicopter the ability to shoot.dow/n/enemy^aircraffi- 

. only lock on to enemy airdraff in flight □ricera- Ipckt&ach 

fire the. missile and watch if streak toward the target 

The Below Rader arid IR Flares upgrades greatly increase your chances; of survival, 
upgrades make it difficult for heat-seeking missiles to. achieve a lock, if you hayerl't uri|d^ 
these, upgrades^^ay low t^^^^ ground, utilizing nap-ofthe-earth [NDE) flight to puf rij^j^i 

such as hills and trees between your chopper and hbstle missile launchers. ;By bte^^ 
of sigirf vyith a heat-seeking missile, you can prevent a lock prior to launch. 4: '44:'44!7^^'^ 

' The chin turrets on tha^V^ Havoc are absolutely devastating against infantry, id 

when piloting. these choppers, try to give your gunner a stable firing pratform to increase 
. the weapon’s accuracy Instead Of dipping the ehopper's pose forward, fly laterally, keeping 
the nose pointed toward the erremy. Btrafihg left and right keeps the chopper mov]rig ;whi|e 
allowing Youhgunner to adcurateiy engage ertemy ground targets. ■ ^ ^ ^ i v 

• The Guided Missile is very effective but requires . a laser target designator, such as; fhe Tfcori 

skit's SOFtAM.toi paint a target. Once the Laser Painter upgrade is unlocked; the: pilot of an 
^ ' attack. heiicbpter can paint their own targets, allowing the gunner fa fire a Guided Missile.^^^^^^^’ t 
4 The gunner cgh^ Missile without havihg to wait for a lock or laser .designatipnl bqti; 

itiTiust be manuajly guided iitfo a target 44^^^^^^^^ 

■ As spgn ae^iTa,aivailable, Ghpase the Extinguisher unlock for your gadget slot. ...If your 
.chopper ever becomes disabled, if s incredibly difficult to control, pdtentilllyieadirig-t^ 

; - crash^Buf if you immediately deploy the Exfinguisher, the controls are restored. Still, ypd; ^ 
rriay want to seek coVer while the helicopter regenerates health. 


m. 
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You earn a service star for every GD,000 points you 
score with the attack helicopters. 100 attack helicopter 
service stars are available, 
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The scout helicopters bridge the gap between the attack helicopters and the transport helicopters. Initially the scout helicopters have only 
light armament In the form of gun pods that are ideal for strafing infantry and light vehicles. But new and more powerful weapons can be 
unlocked to turn these small, agile helicopters into formidable weapons platforms. Overtime, both Heat Seekers and Guided Missiles can be 
unlocked and equipped, allowing these helicopters to serve a more active role in shooting down enemy aircraft and destroying enemy armor. 
But with three passenger seats, the scout helicopter is best utilized as a quick way to move troops around the battlefield. 


I 


I 

ii 

I 


Scotifi^H 

elicGf^ar Unloi 

ck :Pf ogres si Dfi 



1 IMAGE 

NAME 

LOADOUT SLOT 

POINTS 

DESCRIPTION 

'0 

IR Flares 

Gadget 

- V:>; 

400 

s- : ■ ■ . - ’ ... ^ i 

Ipfrared flare launcHers that when launched will distract incoming missiles and cause them tb*?' 
rniss their locked target, ' ,L. cClj.-" 


Heat Seekers 

Weapon 

1,2DD 

Heat-seeking missiles launched by the pilot that lock on to and track enemy aircraft. 


Stealth 

Upgrade 

2,500 

Engine tuning and fuselage coating materials disguise your vehicle s infrared’ signature, thereby* 
ihcreasir\giieneffty locking and tracking difficuHy^and decreasing the time you are revealed to the « 

pnpmv wKfSi qrtnttpH’ *vt ■ - ■ ps-pjB- --i- 


Autoloader 

Upgrade 

4,400 

CMCMiy WIlCll opUtlCUi ^ = -rv;1=%'. " 

An enhanced mechanism decreases the minimum time between firing hursts with your main 
weapon. 


Proximity Scan 

Upgrade 

1 

7,000 

External sensors detect and reveal enemy units on your minimap. ' -r.> - > ■ ;T-. ' 

^ -cTr 


Air Radar 

1 

Upgrade 

10,000 

— 1 — — — — — — . — ..n ^ ■■■ -■ -■■■ ~ . t‘ . ... - ^ i 

The range of your minimap increases greatly and reveals ail friendly and enemy aircraft. 

w 

Extinguisher 

Gadget 

14,000 

A controlled air pressure release in the engine compartment will extinguish ehgine fires when c 
activated, helping a disabled aircraft return to normal SperatiDn and recover from 'damage. : TxSt 


Maintenance 

Upgrade 

19,000 

Preventative maintenance procedures improve your vehicle's recovery from damage, 


Guided Missile 

Weapon 

25,000 

sis: '■■■ • . ■ . : ■ 

Guided missiles launched by the pilot that lobk Bn to and trapktenemy landwehicles and cad 
acquire laser-designated targets even if they are oiit of line of sight ' j- ■ 


i 

Below Radar 

Upgrade 

32.000 

When flying at low altitudes your heat signature is decreased, hiding you from enemy radar and 
preventing enemy air-to-air missile systems from lacking on to you. 


Laser Painter 

Upgrade 

i 

40,000 

- ; ' ■ 

Nose-mounted targeting systems designate an enSfiy vehicle h your line of sight automatidaily, 
painting Itiem as a target for teammates using laser-guided weapons, 


ECM Jammer 

Gadget 

j 

48,QQQ 

Electronic countermeasures Including chaff launchers and deceptive transmitfers prevent your 
aircraff from being locked on to by enemy weapon systems for a short time when activated. 



NATIONALITY; US 


□ESRIPTION: This is an improved attack version of the MH-B, 




Vehicle Performance 



Vehicle Occupancy 



SEAT 

POSITION 

WEAPON 


1 

\ 

Pilot 

Gun Pad® 




Passenger 


4 Passenger 


Troop Kit 



Troop Kit 


None 





When piloting the Little bird, be mindful of your passengers in 


the second and third positions riding on the helicopter's landing 
skids. These passengers are completely exposed to incoming 
fire. So fly low and fast to prevent these troops from being hit. 
Consider dropping these passenger off before performing any 
strafing runs. 
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SPEED 

ARMOR 

FIREPOWER 



SEAT POSITION 


WEAPON 








i;.. 


-Tt. 


Pilot" 


hm 


iscan;,v^-^4?7 
■“ L'isa 



»..'• .KW^*.VT*^^.^.SW 


J 'JTv 


Passenger 






Pas#5g|r^ ^ 






Passenger 


' — :'^W- 





Mr?" 

• • •"a toflr TfM '-^Y 


The Z-11W is slightly larger than tha Little Bird, but it still 
possesses the same speed and maneuverability. In this chopper, 
the passengers in the second and third positions ride within 
the cargo compartment In the back. This gives them a bit more 
protection from incoming fire than riding on the landing skid. 


Troop Kit 


Troop 


V. r. r." »i StX a.*5A^w-’.L ; ^ 


None 



. ■*'0tv"tomB maps, the; scout heIi6bptets:are|||]ii^i(iis|B^|l^ 


control prpmtsimufing EonffuesT^ Fopimpp ■pfreeippdTc^prH 

^re :srhall.^ihd -sglieiehough to land • oh roiftei^dr/Qfl® 

^S®p:v^jp^c^|sfh(e fp- IhferitpirLS 

;; ■ ■; ^ L -■M l 

‘ ^ j*5' " ■ MM ■' ■ ■'■■'' Ml . - - V ■ .. ■ ' ■ ' ' ' ' . | ■ ' I''* - ' ' ^ ''' M I.' ’ t; ■■ ■ '■ l;.' * 'Ml • ; ■'- * M'/ *'.,*• *'*■■/''''■',*■ « *-■' \M- 

ji|iF;ii^:|^|i;:;Thd-;re^GlG; in: 

fi^ed arid al)^ 

^Igfll^L'ilil^ldhppper whiidiBhQagfngdargef^ hos^Hdwrijjthe 

rotor^ia'ddiman reduce the^eed'pfcledcphft) but 
of thdichbpti^dp; to avoid^di^ipdThg/ So' whert 

awev'befbrevG^^ ;l;; 

infahfr^tand lightvdhteles. But wifh 'sustained, • ; ■ , 
vehicles,, too, including. IFVs and' fanks/As usuli^ try ; • 

l^lfi^O^Si^a^bitlHebdvehiclesTiliKtfe 


It 

s}" 


k 


^ y rear to Inflict the, most damage. ; ■" . - .'Irt? • ::.' 

L r ■ . '. , '. 'Ml..-'-: ■ .:....-;';:;L-k.;,.^t 

• {DnpeTha; Laaen Pamten a scout helicopter becomea a, salf;sufficient tank kllfar^ 

owridargefs Bind fir&pnif'Mdli^ttt 

. Ifa up to:the pilotto botih designate thetargedidllR^^ 

■ L flj^ the chopper within line of sight of an enemy vshicl^pTi t ^ 

y aulpmii|id§liy sfein point a Guided Missile can be fired, which will autcimaif L hiSt 

:.L.:fdalP , . .. _ 

V-tT* V'- ' ' * ' ■ ' ''V* ■■ ■ . ^ .... L. ... ^ MV,:- di'.' 

l^.^5^pivdrt the[r:spEed and^^^r^ the scout helicopters sei^ as great ainfo-air . 

ari ehemy aircraft is 

T instead of chasing it, simpiy rotate the chopped sd yotfreia|W 

gives the mlsSiJe; enough time to lock ori. While cat|y|h^ th]iB||m^ 

+T1i .+l^ei ril I ri -f-rt r" CT+r-.o-Fi nn n^i I n ■ ■ C n :H n ro ■ . 


. . . 

' a“ ,vV'. ■•'■ 


I -y/ :L- ••- 
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You earn a service star for every 48,000 points you 
score with the scout helicopters. 100 scout heiicopfer 
service stars are available. 
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# [MULTIPLAYER] 




Each transport helicopter is capable of holding five players, making them ideal for transporting squads to any spot on the battlefield. During 
Conquest matches, these large choppers are the best way to capture neutral control points at the start of a battle. But the transport 
helicopter's impressive troop capacity is also its weakness, and may result in a big score for a fighter pilot or any other unit armed with heat- 
seeking missiles. To avoid such threats, fly low and fast, using trees, hills, and buildings to mask you movements. As long as you avoid line of 

sight with your enemies, they can't attain a lock and fire a missile. There are no vehicle unlocks or Icadout options for transport helicopters. 




NAnONALITY: US 

□ESRIPTFON: The modern version of the Twin Huey helicopters 

used by the Marines since the 1970s, this new 
variant was introduced in 2008. 
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ARMOR 

FIREPOWER 





riSii 


SPEED 


ARMOR 

FIREPOWER 


1 l.'* ¥■»'*- ' 






ATKA 



SEAT 

POSITION 

WEAPON 

1 

Pilot 

None 

2 i 

Gunner 

Minigun 

3 

Gunner 

Minigun 

4 

Passenger 

Troop Kit 

B 

Passenger 

Troop Kit 


NATIONALITY: RU 

□ESRIPTION: This new utility helicopter from Kamov is entering 

service with the Russian Air Force to replace the 
aging Mi-8, 


The Venom is the US team's fastest high-capacity troop 
transport. It is also armed with port and starboard mounted 
miniguns. The miniguns have a blazing rate of the fire, idea! tor 
engaging troops and light vehicles. With sustained fire, they can 
even damage armored vehicles such as tanks and IFVs. 


' ‘ • . - - ... S', > 

SEAT 

POSITION 

WEAPON 

1 

Pilot 

None 

2 

Gunner 

Mlnigun 

3 ^ 

Gunner 

Minigun 

4 

Passenger 

Tmop Kit 

5 

Passenger 

Troop Kit 


The KA-60 performs much like the US team's Venom, but the pilot 
sits on the starboard side. This can be a bit disorienting at first, 
compared to piloting the other choppers where the pilot either 
sits in the middle or on the port side. So when maneuvering 
the chopper at low altitude, he mindful of the port side to avoid 
clipping trees, towers, and other objects. 
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■ Untess yqu h^e experience flying helieepters. to fly-a transport- hetiiopter fflted teammates. This is the wrong time to tak& a ; 

flying iBSson- iyou want more experience flying, fin^ a tow pfaypr-couh^ experiment taking off, flying, and landing, 

- It takes a few sBGands for a transport helicopter's rotgr to apin up before takeoff; So after securing an enemy base, in. Rush mafcheS; 
watch for enemies lurking about during these vulnerable seconds as yod ;c3hrdiB:fast if you get hit with a isckeflortank round; t 
take steps to ensure the enemy doesn't steal your ctioppers. 

• The transport helicopters can be Used to guickly captUfe control points during Cbnguest matches — hover Over the flag to^cd 
The more playprs onboard, the fester it will be captursd, However, vvatch put for defenders below. A hovering choppermakes d iuicy 

: target. It's much safer tb drop troops via parachute onto a control point 

vUse the minlgu^ to blD^iapprt light cover offered by wails and rooftopsv Tflisfls s great way to expose M-CDM stations located inside 
small strUc!uresduring;Rushma^^ vh;:: 


j ; 


rminiguns are papafale of higb rates of Are; but they have a tendency to overheat, rendering them inoperable tor 0 tow seconds, ;So lay 
pff^%^ chance to cooi down. For a pettflf; view of distant targets, use the mintguh'S zobm tiinE® 

• When piloflng e transpMflelicppten a qcntentious pDintip^''^nners on the portand starboard Sides can i 

support^ While tffllffng around one l□catiqn, usualiy only one gunner has the best view. So consider switching 

Tdireptibns so both gunner down sorne Are. A it^ii^pail; helfe^ spitting out thousands of rounds is. likely to dfaw .! 

aljenfi^ safe distancelf you detects missilB;fecj^|0rop altitude fast In art attemptTo breakfind.p| sight 

. with a m . ■ 
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The jets make their triumphant return in Battlefield 3, providing air superiority as well as close air support. Jets are the fastest vehicles 
in the game and can travel a significant distance outside the map's combat zone, along with helicopters. This is useful when engaged in 
a dogfight with an enemy jet. But eventually a jet must turn around to avoid flying off the map. If your jet is heavily damaged, make sure 
you're within the map’s combat zone before bailing out. Initially, each jet is equipped only with a cannon that is useful for strafing ground 
targets or peppering enemy aircraft with rapid fire. But as you score more paints with the jets, more weapon unlocks become avaitable, 
including Heat Seekers, the Guided Missile, and Rocket Pods. Only one of these weapons can be assigned to the weapon slot, so you must 
decide what kind of role your jet will fill before spawning Into the game. 



: Jet Unlocjk Prbgrjdssidfi 

■' ■ ■ ~ W' ^ i -i.’ 

1 IMAGE 

;name 

LOADOUT SLOT 

POINTS 

i DESCRIPTION 


IR Flares 

Gadget - ■ 

300 

Infrared flare laynchers that when launched wiil. distract incoming itiissifes and catise them to 
mias their lacked target * ' -Mi » .. .j. 



Heat Seekers 

Weapon 

700 

Heat-seeking missiles launched by the pilot that leek on to and track enemy aircraft. 


Stealth 

Upgrade 

1,500 

Engine tuning and fuselage coating materials disguise your vehlde's infrared signature, thereby 
increasing enemy locking and tracking difficuity and decreasing the time you are revealed Jo the 
enemy when spotted. i ’ *' “ rtf ' 


Autoloader 

Upgrade 

2,700 

An enhanced mechanism that decreases the minimum time between firing bursts with your 
main weapon. 


ProximHy Scan 

Upgrade 

4,200 

Externa! sensors detei^ and reveal enemy units on your mihimap, 

1 

Rocket Pods 

Weapon 

6,200 

A set of unguided FFAR Rocket Pods mounted under the wings. 


Air Radar 

Upgrade 

a,B00 

5::: 

The range of your minimap increases greatly and reveals ail friendly and enemy aircraft. • 

w 

j i 

Extinguisher 

Gadget 

11,600 

A controlled air pressure release in the engine compartment will extinguish engine fires when 
activated, helping a disabled aircraft return to normal operation and recover from damage. 

t' ^ tV..:'-.'. k ■. '■ ■ ■ 

Below Radar 

i 

1 

i 

Upgrade 

15, ODD 

When flying at low altitudes, younhsat signature is decreased, hiding you from enemy radar and 
preventing ensmy air-to-air missile systems from" locking on to you, * 



Maintenance 

Upgrade 

13,000 

Preventative maintenance procedures improve your vehicles recovery from damage. 

& 

Guided Missile 

Weapon 

24,000 

Laser-guided missiles launched by the pilot which id'ek on to and track enemy land vehfcies and 
can acquire laser-designated targets even ff they are put of line of sight * * 

! 

j 

'1 


J 

i . 

f, ‘ 

Beam Scanning 

Upgrade 

23,000 

A computer upgrade for advanced weapon systems that helps you lock on to enemy targets 
faster when using heatseeking or laser-guided missiles. 

1 

P 

ECM Jammer 

Gadget 

« 

35,000 

EleGtTpnic countermeasures including chaff iaunchers and deceptive transmitters prevent your 
aircraft from being locked on to fay enemy weapon systemsTor a short time when activated. 


68 


prfmagamss.com 









'-i" ■ 

Lj^.f;. ■■■-:. ' . 









^ [MULTIPLAYER] 


// VEHICLES // Jets 


Y- V •• 



NATIONALITY; US 


□ESRIPTION: Designed for a USAF requirement to provide Close 

Air Support [CAS] of ground forces by attacking 
ground targets with limited AA capability. 



.Tm 




SEAT POSITION 





1 


Pilot 


WEAPON 


30mm Cannon 









Designed as a tank killer, the A-10 excels in a ground attack role. 
Its massive 30mm cannon can pierce the thick armor of tanks 
and tFVs, disabling them with a single strafing pass. The aircraft 
benefits from a relatively low stall speed, allowing you to reduce 
speed during strafing runs, giving you more time to fire the 
cannon and rockets. 







SPEEO 

ARMOR 

FIREPOWER 












NATIONALITY: RU 


□ESRIPTION; Soviet-designed Close Air Support [CAS] plane 

nicknamed Grach. NATO reporting name is Frogfoot. 


Vshtcle Occupancy := ' ■ 


l-',yv 1 



SEAT POSITION 


1 


Pilot 


WEAPON 


30mm Cannon 


Like the A-10, the RU team's SU-25TM is best deployed as a 
ground attack aircraft. However, with the addition of the Heat 
Seekers weapon unlock, the aircraft can also serve as a fighter. 
While banking, apply thd^air brake to perform tight turns. But don't 
forget to apply throttle after the turn to prevent stalling. 


0. 



SPEEO 

ARMOR 

FIREPOWER 


sSSt-:-. . 


NATIONALITY: US 


□ESRIPTION: A multi-role jet fighter aircraft introduced in 1983 

and used today by the USMC. 


; Velh icie ^pcupan cyiilii 


SEAT POSITION 

WEAPON 

1 1 Pilot 1 

20mm Cannon 


The Super Hornet is a high-speed multi-role aircraft capable of 
serving as an air superiority fighter or a ground attack jet. Like 
the other aircraft, its cannon is well suited for strafing ground 
targets as well as shooting down enemy aircraft. Use the jet's 
afterburner to produce a quick jolt of speed that is ideal during 
takeoffs. 
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longer a need to, camp. run\A/ays waiting for jets to spawn at ydUr bagp. You can spawn diractly Into a 'waHing |ef 
from the; spawn screen. Sirnply choosexthe name of a jet from tfbe.' list of available spawn points to hop in.#iiic pHb1;k 

ittention to tbs floating circle icon, iig-tne center of, the jet's HUD; This is-tbe angle of attack indicator, representing 

)&r aircraft is traveiing. If the icop is firmly in the center of the KUO, you;are traveling straight ahead. ■Royv{ivbtyii^1t^'i^;5i^ 

!, bottom of the HUD, you're' experiencing, a: stall. Immediately apply tKrattJe and gently lift the nose of flie aifcfaft^o increase; 


SU-35BM FLANKER-E 






WEAPON 


3Dmm 










■IfJllitiia* 




The Flanker-E is always deployed opposite of the Super Hornet. 
So consider choosing the Heat Seekers weapon upgrade and 
hunting down the US jet. Wait until you're behind the enemy 
aircraft before switching to missiles. This gives you a better 
chance of achieving a lock, allowing you to follow closely behind 
as the Super Hornet tries to escape. 


There's, no 
helicofSter] from 


. • Pay;p|ose attention to the floating circle icon, iiajflje centerof the 

is traveling. If the icon is firmly in the center 
.dnfts'fb:fbe. bottom of the HUD, you're experiencing, a; stall. Immediately 

' - lift before you 'crash. "r ' , v . ■ , , ; ■ TlTii 

‘ h ■!.''■■ ' ' ' ' ' ' ‘ V. ■ ‘ - . ■ ■ ■ A.’v .'r ■ -■ L vV. ■ !' ' .‘.v v^-vvv '■ ' * ■■■ '• 

’ . ‘ All jets are equipped yyith afrerburners.. Press and hold the sprint |<ey/bufron to acfK®;fire afterburners, ph!®dng a sudden |nc 

. in -speed. Apply afterburners whpn taking aff :o!- vihen trying to prevepf a;s|ali;;filo -npliLr^ affeirbumSf whep^emptlngffe mak©, 
tight turns. ThistncreaseS t^ radius of the-alrpraft, putting you at a djsadVahfBg|||d decrease throttle 

duitng tighttum&tD reduce the ariiprSft's turn radios. •„•. ,T ■; T. , ■, • iAil' 

• Jpts travel so quickly that It's difftcult forthem tp identi^ both air and grDundddrdBts/taammates pn tJ^gmMnd or,in slowSr 
helicopters: can greatly aid jets by spotting grounfiafgets such asTanks, and IF^. Th|b:|empqrari*y marks;;lai^e1& pn ths HUD, m 
■ much easier for jetS^to set up strafirif runs. Recdfi troops equipped vyith SOFLAMs aid'eigupilyigQpQr^ the Buided!l^isails||| 

Weapon unlock, tfiis weapon requires .a lasendesigndted target before; it can be firsd; '■ ■■ 

. ; T When aH^ your aircraft prior to a strafing rpn, use the strafe.; controls. to applyde1||^'dxrigW:'rudddtt^^ these-sllgh|riateraj, 

AtT' adfustments makes if align your jet with the target After rnsking- a sii^||^ss,.cDrifinue flying straight far a cddiaie^fff 

. seconds, then perform a half loop. If you made no lateral adjustments, you'll still be lmed?dp;'wit^ assuming it hasn't movdd.: 

■ IlSres of Extinguisher? This is a choice you'll have to make when assigning ah unipbk:tD,dHe,jet'sjiga the IP; Eiard^' are 

.. the first unlock, , stick With them until the Extinguisher is avaiiable. IR Flsfes; makeit tbugh' fofi.hidfcsddldng-missilesito ■ecqUTfg a iookj 
' . aiidwing You to escape. But the Extinguisher practicaliy repairs any damage dealt by a heWsdB^^^ltiS^^^ other ..wegipan by. J , 

. ■ A -putting outthe-^^ " ,.;f ■ .A' 

.- Due to, the jets’ high speed, it’s difficulf tq lock on to a sIdWxhopper with.the Heat Sedkersiweapon unld^^^^^ ,: 

past the heiicapter before it can acquire a lock. Therefore, cDnsjder using the, cannon wheh engagingaddrblf chqp 
niore skill, but !f your aim is true, the enemy helicopter is toast. The cannon is also a good option; whenldb^jfiQW^ ... f” . , 

, T:.: -f-.-. ' -'-y y-'-f-::'- ■■ AfT-T'-.' 


■ “J- ' 

^ -M-. 


gdoket Pods weapon unlock works similar to the rockets fired by the aftack helicopters. When selected, an?F^I1apied reticiejappeebS:.;:; 

HUD. Use this reticle to aim the rockets during strafing runs. You can firp .op to 14 rockets per sajvbf at point ' 

; T must reload^ So wheri making a pass, simply hold down the friggerdo fire ai! 14 rodkets. By the tirne you circiebiburid ft 

'M'fc ^ saivo of rockets should be ready to fire. The; Autoloader upgradd,signilicantly rpduees fhe' felDad'timdft^ j 




You earn a service sfar for every 35,000 points you 
score with 1fie jets. 100 jet service stars are available. 


NATIONALITY: RU 

DESRIPTION: A long-range multi-role fighter, modernized and 

deployed starting in 2D11. The last of the Flanker 
series by Sukhoi. 
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When the weapons you're carrying aren't enough to hold back the enemy vehicles, look for stationary weapons to gain some extra 
firepower, Anti-tank missile launchers and anti-air guns are available on most multiplayer maps. These weapons are fixed and can't be 
relocated, but each can rotate 3BQ degrees. Simply stand next to one of these weapons and interact with it to take control. All stationary 
weapons have unlimited ammo. 



NATIONALITY: US 


CENTURION C-RAM 



NATIONALITY: US 


DESRIPTION: The Tube-launched, Optically-tracked, Wire 

guided missile [TOW] has been in service with 
the US military since the 1970s. 


DESRIPTION: Land-based version of the Phalanx CJW5, 

deployed in Iraq to protect against missile and 
airborne attacks. 



The TOW launcher fires a wire-guided anti-tank missile capable 


of inflicting heavy damage to any vehicle it strikes. Once 
launched, the missile must be guided manually into the target. 
This leaves the operator vulnerable to attack while operating 
the weapon system. So make sure a squad or teammate has 
your back while using this weapon. 



The Centurion C-RAM is usually deployed at US bases and on 
US aircraft carriers. Man this weapon station at the start of a 
round to protect advancing troops and vehicles from air strikes 
by enemy jets and helicopters. The cannon is similar to the 
one attached to the LAV-AO, capable of Intense rapid fire. The 
weapon also has a zoom function making It easier to engage 
distant targets. 


9M133 KQRNET LAUNCHER 



NATIONALITY: RU 

DESRIPTION: The Kornet is a modern anti-tank missile 

system developed in Russia and deployed by 
armed forces around the world. 


PANTSIR S-1 



NATIONALITY: RU 

DESRIPTION: Russia's SA-19/SA-N-11 [Tunguska] mobile 

AA artillery system parked on a stationary 
platform. 



The Kornet launcher functions identically tc the TDVy launcher and can 
usually be found at bases and other defensive positions, particularly during 
Rush matches. When engaging tanks or other armored vehicles, don't 
attack their front armor. Not only does this inflict minimal damage, but the 
tank crew is likely to spot the launch of the missile, resulting in a quick 
retaliation. Instead, try to hrtthe side or rear armor of a tank where you can 
inflict more damage and stand a better chance of remaining undetected. 



The Panstsir S-1 functions identically to the 9K22 Tunguska-M, 
but it can't move. So you must make the most of this weapon's 
platform wherever it is parked, usually at the RU team's base. 
Use it to protect vulnerable helicopters and aircraft sitting on 
the tarmac — ^these are popular targets for enemy pilots. To 
improve your field of view, consider chopping down nearby 
frees with the rapid firing cannons. 
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After the death of Al-Bashir, Russia moves into Northern Iran 
to police its borders, telling the US to stay out or risk Russian 
retribution. A recon Russian force has set up camp on the 
Turkmenistan side of the border and has proceeded to take over 
the heavily built-up Iranian border checkpoint The checkpoint 
regulates traffic across the border and through a highway that 
leads into Tehran. 

US Marines, attempting to cut of the Russian advance towards the 
inland, need to push the Russians out of the border and destroy 
their nearby base. 

The lush green valley represents a welcome change of scenery for 
advancing American forces accustomed to the dry desert piains. 
However, the Russian forces are better acquainted with the local 
terrain and will prove a tenacious foe. 
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CONQUEST 


2x Growler iTV 
2x Ml Abrams 
lx AH-1Z Viper 
lx F/A-16E Super Hornet 
lx Centurion C-RAM 
2x M220 TDW Launcher 


CHECKPOINT 


2x Growler ITV 
2x Ml Abrams 
lx M220 TOW Launcher 


lx 9M133 Kornet Launcher 


GAS STATION 


lx M220 TOW Launcher 


RU BASE 


I 

I 


In this head-on Conquest match, the US and RU teams fight for domination of a tightly contested border crossing area, There are four 
control points, meaning each team must strive to capture and hold at least three flags to initiate a ticket drain on the opposing team. For the 
US team, the Checkpoint [A], Forest [B], and Hilltop [C] are the best options. When playing as the RU team, attempt to take and hold the Gas 
Station [□], Hilltop [B], and Forest [B]. As in any conquest match, don't stretch your team too thin, especially if playing with fewer than 32 
players. Capture each point, then immediately dig in to prepare for the inevitable enemy counterattack. This is a very large map and there's 
a lot of terrain to cover on foot. So don't forget to make use of the vehicles that spawn at your team's base. The control points in the center 
of the map provide very few vehicles, so the team that consistently fields vshiciss produced from their bases will have the upper hand in 
this conflict. 
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NAME ^ 

CO 

m 

QUANTITY 

m 

RESPAWN TIME 



Growler ITV 


5 SBC. 


Ml Abrams 


20 sec. 


AH-IZ Viper 
1 

60 sec. 


F/A-18E Super Hornet 

2 

40 sec. 


Centurion C-RAM 


1 


M220 TOW Launcher 


30 sec. 



* = only 1 when Checkpoint (A] is controlled by US 

Positioned on the north edge of the 
map, the US Base is a long hike from 
even the nearest control points, so 
make sure you hitch a ride if you 
choose to spawn here. By taking the 
highway to the west, you can quickly 
race to the Checkpoint [A] and secure 
a couple more vehicles. However, 
when the Checkpoint [A] is captured 
by the US team, the US Base spawns 
only one Growler ITV and one Ml 
Abrams. To the east of the US Base is 
a dirt road leading toward the Forest 
[B] and Gas Station [□]. The Growler 
ITVs are well suited for traveling this 
road, particularly at the start ef a 
round. While the US Base is off-limits 
to RU troops, be ready tor aerial 
harassment. It aerial assaults become 
a problem, man the Centurion C-RAM 
air defense system to fend off the 
attacking jets and choppers. 





T-9DA 


Mi-28 Havoc 


SU-35BM Flanker-E 


40 sec. 


Pantsir-SI 


9M133 


2D sec. 


BO sec. 


ftff? 


' r ■ • 

.03 

' tn • 


(0 


flj; 

kwCO 

-'CO 

NAME 

QUANTITY 

• GO ; 

RESPAWN TIME 


VDV Buggy 


5 sec. 





The RU team has sst_p s — e 
large bass to ths souTn. _.<s s issss 
in Conquest, this one is ar-I ~ ts 
to US troops and grcunc '.ehides. 
However, be prepared to fend off 
frequent strafing runs by US jets and 
attack helicopters, particularly early 
during the round. The Pantsir-SI air 
defense system should be manned 
early on to deter such aerial attacks. 
The dirt road to the east Is the major 
artery leading out of the RU Base 
and directly to the Gas Station [D] 
and Hilltop [C] — use the VDV Buggies 
to capture these points early in the 
round. If the RU team manages to 
capture the Gas Station [D], only one 
VDV Buggy and one T-9DA spawn 
back at the RU Base instead of the 
default number of two each — think 
□f it as these assets moving to the 
forward staging area. 
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This control point [A] sits on the major highway on 
tffe west side of the map. Although it is centrally 
positioned, the US team has a slight edge when 
it comes to capturing this point early during a 
round. Utilizing the smooth, paved highway, the 
US team can capture this area early on using their 
fast-moving Growler ITVs. By capturing this point, 
the US gains access to one Growler ITV and one 
Ml Abrams. However, these assets are simply 
moved forward from the US Base and do not add 
to the total count of US vehicles. The flag here is 
situated within the Checkpoint facility, along the 
east side of the highway. Given the open nature 
of the area, this spot is best captured by tanks. 
However, infantry can capture and contest the flag 
from within the concrete structure to the north 
of the flagpole. This structure can be completely 
demolished, denying infantry suitable cover and 
concealment. Btlil, there are plenty of hiding spots 
outside, though none of them offer the protection 
of the concrete building. 




The Forest control point [B] provides no vehicles 
to either team. But don't let that deter your team 
from capturing and defending this critical central 
location. Holding this area gives your team a 
spawn point in the middle of the map, which is 
ideal for launching raids on the Checkpoint [A], 
Hilltop [c], or Gas Station [□]. Given the uneven 
terrain and lack of road access, this control point 
is best attacked and defended by infantry. Tanks 
are particularly vulnerable to ambush here, so 
try to move in on foot when possible. The trees 
[while still standing] offer decent concealment 
from air attacks and the massive boulders offer 
great cover. When defending, attacks mostly come 
from the west, originating from the other control 
points. So constantly watch for infantry and 
vehicles crossing the shallow stream to the west. 
Controlling the Hilltop [C] makes it much easier to 
hold this position. There, your team can use the 
high elevation to cover the approach to the flag. 





RU CONTROL 

RESPAWN TIME 1 

Growler ITV [1] 

— 

25 sec. 

Ml Abrams [1] 

— 

40 sec. 

M220 TOW 
Launcher 

M22D TOW 
Launcher 

1 

30 sec. 
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RU CONTROL ; REBPAWN TIME 


9M133 Kornet 
Launcher [1] 


9M133 Kornet 
Launcher [1] 


30 sec. 


gardless of which team you're on, taking the 
igh ground of the Hilltop [C] should always be 
priority. The RU team has the best chance of 
reaching this location early due to its relative 
close proximity to their base. However, US troops 
can make a claim here, too, by bailing out of jets 
or helicopters in the early moments of a match. 
While -the control point offers very little in the way 
of assefs, if has a great view of the surrounding 
terrain, making it a popular sniping perch for recon 
soldiers. If it's well defended, the Hilltop is also a 
tough nut to crack. The rocky cliff side to the east 
is completely impassable, which forces attacking 
units to approach the flag from the two dirt roads 
to the east. Both of these roads can be mined or 
booby-trapped with C4 to deter attacks by enemy 


vehicles. The flag itself sits atop the hill and can 
be captured or contested within the garage-like 
structure to the east. However, this concrete 
building will not last long under a sustained attack 
by tanks, jets, and helicopters. So be prepared to 
create your own concealment by deploying smoke. 
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RU CONTROL 

RESPAWN TIME 


i VDV Buggy [1] 

25 sec. 



T-90A [1] 

40 SBC. 

M2 20 TGW 
Launcher 

M220 TOW 
Launcher 

r'-n - 

-i M __ . 


The Bas Station [0] serves as the RU teax s fa 
base, providing them with a VDV Buggy snc T-SQA 
closer to the map's central control paints. However 
these vehicles do not add to the RU team’s total 
vehicle count. When the Gas Station is controlled 
by the RU team, the RU Base produces one fewer 
VOV Buggy and T-90A — ^these vehicles have not 
disappeared, they've just moved closer to the action. 
Given its close proximity to the RU Base, the RU 
team has the best chance of maintaining control of 
this location throughout the match. Still, the US team 
should attempt to capture the Gas Station to deny the 
RU team these vehicles, The flag is located near the 
roadway, not far from the flaming wreck of a truck. The 
fiery wreck emits a black cloud of smoke that helps 
conceal ground units from air attack. The gas pumps 
here are explosive, so keep your distance during 
firefights. If you're defending here, consider destroying 
all the pumps te make your job a little safer — or wait 
until attackers get near the pumps, then detonate 
them. Refuge can be sought in the Gas Station building, 
where you can either capture or contest the flag. 
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% lx M2 20 TOW Launcher < 
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This G4-piayer variant of Caspian Border adds one new control point: the Antenna [A] located on the map's eastern edge. To compensate 
for the larger number of players, the map has also been loaded with vehicles, which mostly spawn at the US and RU Bases. Now with 
five control points in play, team strategies should adjust accordingly. Your team must hold at least three of the control points to drain 
the opposing team's ticket count. For the US team, this means focusing primarily on the Antenna [A], Checkpoint [B], and Hilltop [□]. The 
RU team should try to capture an hold the Gas Station [E], the Hilltop (□], and the Forest [C]. Even with a full complement of 64 players, 
it's Important not to spread your resources too thin. Decide which three control points you must hold early on, then constantly reinforce 
each point with vehicles spawned at your team's base. The logistics of moving vehicles from your base to the front line control points is 
extremely important and should not be overlooked. 
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NAME 

.w- 

cvCntf 

"COt 

QUANTITY 


RESPAWN TIME 



Growler ITV 


5 

5 sec. 



120 sec. 


Ml Abrams 


UV-AO 


3D sec. 


BO sec. 



Centurion C-RAM 


1 


M22D TOW Launcher 


30 sec. 







Positioned on the north edge of the map, 
the US Base is a long hike from even 
the nearest control points, so make sure 
you hitch a ride if you choose to spawn 
here — likewise, make sure you offer rides 
to teammates before taking off. By taking 
the highway to the west, you can quickly 
race to the Checkpoint [B]. To the east of 
the US Base is a dirt road leading toward 
the Antenna (A), Forest [C], and Gas Station 
[E]. The Growler ITVs are well suited for 
traveling this road, particularly at the start 
of a round. Capturing the Antenna (A] is 
critical for the US team, as it provides them 
with a couple of extra vehicles. While the US 
Base is off-limits to RU troops, be ready for 
aerial harassment. If aerial assaults become 
a problem, man the Centurion C-RAM air 
defense system to fend off the attacking jets 
and choppers. The LAV-AD is also well suited 
for countering air strikes at the US Base, but 
is best deployed at nearby control points. 





NAME 
QUANTITY 
RESPAWN TIME 


5 sec. 


4D sec. 


120 sec. 


9K22Tunguska-M 



Pantsir-SI 






The RU team has set _p c=~z ' — e 
large base to the sc_th. L <e a zsess - 
Conquest, this one is zr- ~,-= ”z _5 “zzze 
and ground vehicles. Hcwe.sr zz preps'ez 
to fend-off frequent strafing runs izy U5 jets 
and attack helicopters, particuiariy early in 
the round. The Pantsir-SI air defense system 
and 9K22 Tunguska-M should be manned 
early on to deter such aerial attacks. The dirt 
road to the east is the major artery leading 
out of the RU Base, leading directly to the 
Gas Station [E] and Hilltop (□] — use the VDV 
Buggies to capture these points early during 
the round. Also, make a play to capture the 
Forest [C] and Antenna [Aj. Although distant, 
taking control of the Antenna will deny the 
US team a couple of vehicles, making it a 
worthwhile venture. 
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RU CONTROL RESPAWN TIME 


Grawler ITV [1] 


Ml Abrams [1] 


M2 20 TOW 
Launcher 


M220 TOW 
Launcher 


4D sec. 


BD sec. 


30 sec. 


This control point {A] is exclusive to Conquest B4 and 
serves as a forward base for the US team, providing 
them with a Growler ITV and an Ml Abrams. While 
these vehicles may not seem like much, they can make 
a big difference when attacking the nearby Forest [C], 
Gas Station [E], or Checkpoint [B]. Located along the 
dirt road on the east side of the map, the Antenna is 
easily accessible from the US Base. Forest [C], or Gas 
Station [E], As a result, defenders should monitor the 
control of the nearby flags and prepare for attacks 
originating from these directions. The control point's 
flag is located only a few meters from the base of the 
massive Antenna. Infantry can capture or contest the 
flag from within the nearby concrete structure. This 
small building provides adequate protection while it 
remains standing. Othervi/ise, seek cover among the 
rocks or within the hollow Antenna itself. Pilots should 
note that colliding with the Antenna s various support 
cables does not damage their aircraft or helicopter — 


you simply pass right through them. But colliding with 
the Antenna is a different story, so be sure to steer 
clear of the massive red and white structure. 
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RU CONTROL RESPAWN TIME 





M2 20 TOW 
Launcher 


M22D TOW 
Launcher 


3D sec 


This control point [B] sits on the major highway on 
the west side of the map. Although it is centrally 
positioned, the US team has a slight edge when 
it comes to capturing this point early in a round. 
Utilizing the smooth, paved highway, the US 
team can capture this area early on using their 
fast-moving Growler ITVs. In this game mode, 
the Checkpoint produces no vehicles for either 
team. So it’s important that defenders move 
vehicles to this position from their base or nearby 
control points. The flag here Is situated within 
the Checkpoint facility, along the east side of the 
highway. Given the open nature of the area, this 
spot is best captured by tanks. However, infantry 
can capture and contest the flag from within the 
concrete structure to the north of the flagpole. 

But this structure can be completely demolished, 
denying infantry suitable cover and concealment. 
Still, there are plenty of hiding spots outside, 
though none of them offer the protection of the 
concrete building. 
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The Forest [G] control point provides no vehicles 
to either team. But don't let that deter your team 
from capturing and defending this criticaf central 
location. Holding this area gives your team a spawn 
point in the middle of the map, which is ideal for 
launching raids on the Antenna [A], Checkpoint [B], 
Hilltop [D], or Gas Station [E]. Given the uneven 
terrain and lack of road access, this control point 
is best attacked and defended by infantry. Tanks 
are particularly vulnerable to ambush here, so 
try to move in on foot when possible. The trees 
[while stilt standing] offer decent concealment 
from air attacks and the massive boulders offer 
great cover. When defending, attacks can come 
from any direction, originating from the surrounding 
control points. So constantly monitor the status 
of the surrounding control points and watch for 
attackers approaching from the enemy-held points, 
particularly from the nearby Hilltop [□] or Antenna 
[A]. There is very little cover near the flag, so 
watch the control point from a distance, using 
the surrounding foliage to conceal your position. 
Defenders here can easily pick off attackers 
loitering near the flag. 
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9M133 Kornet 
Launcher [2] 


9M133 Kc-b- 
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Regardless of which tBarr; yc - ~ — s - 

ground of the Hilltop fD] shsu : b v, = .s ce s 
The RU team has the best rr rBeo“ “i —.3 

location early due ts its rs CiOS-G i y ^ 

their base. However, US troscs can ma<s 3 ssjrr 
here, too, by bailing out of jets a: ".eiicopters in the 
early moments of a match. Whils the control point 
offers very little in the way of assets, it has 3 great 
view of the surrounding terrain, making it a popular 
sniping perch for recon soldiers, if it's weli defended, 
the Hilltop is also a tough nut to crack. The rocky 
cliff side to the east is completely impassable, which 
forces attacking units to approach the flag from the 
two dirt roads to the east. Both of these roads can 
be mined or booby-trapped with C4 to deter attacks 
by enemy vehicles. The flag itself sits atop the hill 
and can be captured or contested within the garage- 
like structure to the east. However, this concrete 
building will not last long under a sustained attack 
by tanks, jets, and helicopters. So be prepared to 
create your own concealment by deploying smoke. 
Due to its central location, defending this control 
point is a full-time job. So make sure at least one 
squad stays here and actively defends at all times. 
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The Gas Station [E] serves as the RU team's 
forward base, providing them with a VDV Buggy 
and T-90A closer to the map's central control 
points. Given its close proximity to the RU Base, 
the RU team has the best chance of maintaining 
control of this location throughout the match, 
the US team should attempt to capture the Gas 
Station to deny the RU team these vehicles. The 
flag is located near the roadway, not far from the 
flaming wreck of a truck. The fien/ wreck emits a 
black cloud of smoke that helps conceal ground 
units from air attack. The gas pumps here are 
explosive, so keep your distance during firefights. 

If you're defending here, consider destroying all the 
pumps to make your job a little safer — or wait until 
attackers get near the pumps, then detonate them. 
Refuge can be sought in the Gas Station building 
where you can either capture or contest the flag. 


T-90A [1] 


60 sec. 


M22D TOW 
Launcher 


M22D TOW 
Launcher 


30 sec. 
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VDV Buggy [1] 
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Z0NE1 


ZONE 3 


US DEPLOYMENT 


In this Rush battle, the US attackers strive to push back the RU detenders through three zones, destroying two M-CDM stations at each 
location. If you like Rush matches with a variety of vehicles, this is the map for you. Both teams have a variety of air and ground units 
at their disposal, making each match a chaotic scramble for domination. The RU team starts by defending the Checkpoint area before 
eventually falling back to the Gas Station and Depot to the south. With only three areas to defend, winning as the RU team requires 
teamwork and a mastery of the few vehicles offered to hold each zone. 
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2x M114 HMMWV 
3x Ml Abrams 
lx UH-1Y Venom 
lx A-10 Thunderbolt 






RU DEPLOYMENT 



M-GDM Station A is located in a small building in the southeast 
corner of the Checkpoint facility. Initially there are two entrances 
into the building, but more can be made by blasting holes in the 
walls with explosive munitions. Destroying the walls of the building 
may actually benefit the RU defenders most, as it opens new sight 
lines so the M-GDM Station can be covered from the south and 
east. The M-CDM Station A is not far from the RU Deployment area 
so US attackers should establish a defensive perimeter around the 
building before attempting to arm the station. 


This M-CQM station is safely nestled among a cluster of shipping 
containers in the southwest corner of the checkpoint facility. 

The shipping containers cannot be destroyed, thereby offering 
excellent cover for those attempting to arm or disarm the charge 
□n the M-CDM station. The area to the west offers the best distant 
sight line on the objective. Both the attackers and defenders can 
use this area to cover the objective from long range. However, 
defenders will want to keep some troops loitering among the 



as they attempt to set their charge. 
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CU 
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W: 

PUANTITY 
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RESPAWN TIME 




M1114 HMMWV 


20 SBC. 


Ml Abrams 


3D sec. 



90 sec, 


40 sec. 


UH-IY Venom 


A-ID Thunderbolt 




The US team begins with plenty 
of vehicles useful for traveling the 
distance to the Checkpoint area, 
\where the first two M-CQM stations 
are located. While the M1114 
HMMWV are great for transporting 
teammates, consider bailing out 
before you get too close to the 
Checkpoint, where you're likely to 
face incoming fire from RU tanks 
and AT missile iaunchers. The Ml 
Abrams tanks and aircraft are ideal 
for distracting the RU defenders 
while infantry assault at close 
range in an attempt to arm the 
M-CDM stations. The deployment 
area lacks AA defense, so 
engineers armed with Stingers are 
your best chance at downing the 
RU team's pesky 3U-25TM. 


RU DEPLOYMENT 
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RESPAWN TIME 



T-90A 


2 

60 sec. 



3U-2BTM Frogfoot 


4D sec. 




the Chackcoi’^" .vhT" e e,‘. e ‘"e~ 
to quickly establisr 
defensive positions befo's t-= 

US team attacks. The US tea~ 
attacks with three tanks versus 
the two T-SOAs supplied by the RU 
deployment area. Outgunned, the 
RU team must rely on engineers 
armed with anti-tank weapons in 
addition to their tanks to help even 
the odds. While the SU-25TM is 
primarily a ground attack aircraff, it 
is more effective here by attacking 
the US aircraft. Shooting down the 
A-ID and UH-IY is key to holding out 
here. When not suppressing the 
US team's air power, the SU-25TM 
should make frequent strafing runs 
on the US tanks. 
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2x M114 HMMWV 
3x Ml Abrams 
lx LtH-lY Venom 
lx A-IQ Thunderbolt 




RU DEPLOYMENT 



This M-CDM station Is located to the east of the Gas Station and 
housed within a metal shed. The shed opens onto a small courtyard 
flanked by a few other structures. The RU defenders can cover 
the M-CDM station from within these nearby buildings, stealthily 
picking off any US attackers who get close. Therefore, the US team 
may want to deploy at least one Ml Abrams to this location when 
attacking. The nearby buildings can be demolished with explosive 
munitions, thereby denying the defenders a suitable hiding spot. 

The shed itself provides very little cover or protection for those 
arming or disarming the charge. So smoke is vital when loitering 
near the M-CDM station. 


M-CCM Station B is located within the Gas Station's garage, sitting 
along the eastern exterior wall. The US attackers will most likely 
attack this location first, as it's closer to their deployment area. While 
it's important for the RU defenders to cover the road to prevent 
vehicle attacks, it's equally important to establish security along 
the northern side of the Gas Station to prevent US infantry from 
sneaking into the garage through the hack door. But once rockets, 
tank shells, and other explosive ordnance start flying, doorways 
become irrelevant as the Gas Station walls crumble. In such 
instances, the attackers need to rely on smoke to reach the M-CDM 
station without being cut down by the RU team. Close support from 
tanks and aircraft is essential when planting the charge here. 
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RESPAWN TIME 



M1114 HIVIMWV 

2 


2D sec. 


Ml Abrams 
3 

3D sec. 



UH-1Y Venom 
1 

30 sec. 


A-ID Thunderbolt 


40 sec, 



After eliminating the first two 
M-COM stations, the US ground 
forces deploy from the Checkpoint. 
The A-1D and UH-1Y still deploy at 
the previous base. White the RU 
team has been pushed back to the 
Gas Station, alv/ays be prepared 
for residual pockets of resistance. 
There may be RU troops hiding in 
the building or among the shipping 
containers, waiting to score easy 
kills or steal freshly spawned US 
vehicles to claim for their own 
team. When moving out, utilize 
the main highway to reach the 
Gas Station quickly. However, be 
prepared for ambushes and watch 
for mines and other booby traps 
waiting for you along the road. 
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RU DEPLOYMENT 


OJA oiv 

NAME 

T-90A 

SU'25TM Fragfoot 

9M133 Korns’ _=uoo~r 


gUANTITY 

2 

1 
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RESPAWN TIME 

GD sec. 1 

40 sec. 

II zmC 



its inpc's : ?z's=r 
and form a G“'=“= vs c=~=” 
west. Most attscks cams = z~z 
highway, making rt a cittics. crcks 
point the RU team can utilize to 
scare seme easy kills. Place mines 
and C4 along the roadway while 
troops assume the high ground on 
the Hilltop to the north. In addition to 

the Two 9M133 Kornet Launchers 
near the Gas Station, there are also 
a couple near the Hilltop, which are 
ideal for taking out US vehicles. 
However, don't focus your entire 
defensive effort on the highway. US 
troops can sneak in through a variety 
□f directions, as well as parachute 
down from their UH-1Y, so be sure 
to keep some troops within close 
proximity to each M-COM station. 
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ZONE 3: DEPOT 


RU DEPLOYMENT 


2x M114 HMMWV 
3x Ml Abrams 
lx UH-1Y Venom 
lx A-1Q Thunderbolt 





Located in a warehouse just south of the Depot's main gate, this 
M-CDM station ts farthest from the RU deployment area, making it 
somewhat vulnerable to US attack. By deploying Radio Beacons 
around the warehouse, the US team can apply consistent pressure 
against this M-COM station. But the RU defenders can play the 
same game, placing their own Radio Beacons nearby to avoid the 
long hike from the RU deployment area to the northwest There are 
multiple entry points into the warehouse, so the RU defenders are 
best off hiding inside and ambushing the US troops as they try to 
plant the charge. When playing as the US, it's highly advisable to 
sweep the warehouse interior before even thinking about planting 
a charge. 



This M-CDM station is housed in a small building on the northeastern 
edge of the Depot not far from the RU deployment area. The US 
team is advised to attack this location first Otherwise it's tough to 
approach if the entire RU team is spawning nearby and focused on 
defending this last M-COM station. The walls of the structure provide 
cover and concealment for the attackers so the RU team is well 
served by knocking out the walls with explosive munitions. Without 
the walls and ceiling to protect them, the attackers are completely 
exposed while setting the charge and must rely on smoke for 
concealment. But if they do manage to set the charge, it is the RU 
team who must approach the M-CDM station and disarm it. So think 
carefully before taking out the walls— it cuts both ways. 
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M1 Abrams 
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UH-1Y Venom 
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90 sec. 


A-10 Thunderbolt 


40 sec. 


20 sec. 
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This is the final deployment area 
for the UB team located only a few 
hundred meters from the Depot where 
the RU team makes their last stand. 

As at the Checkpoint, US ground 
vehicles now appear at the Gas 
Station, primed for the final assault 
The UH-1Y and A-10 still spawn at the 
first US base far to the north. The 
narrow dirt road to the west leads 
directiy to the depot and is the main 
path available to ground vehicles. 
However, this route is most likely 
defended by RU troops eager to 
stage ambushes. While vehicles are 
still important during this assault, 
approaching the Depot on foot is far 
less treacherous, allowing for greater 
concealment among the trees. Plant 
some Radio Beacons around the Depot 
and spawn continuously to apply 
pressure on the final M-CDM stations. 


RU DEPLOYMENT 
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10 iTS<3 ms~=" .'.o~r ~-«3 e~ 

avsiaze 

RU team rr.us* 'E , rez. . ;■ E'z^ee^ 
to mine the dirr rcso tz TZiS ssz z 
incoming US vehicles. RU yrounz 
spawn in the northwest comer of the 
Depot, which puts them only a few meters 
away from the final M-COM stations. 

It's important to establish a solid line of 
defense on the northeast side of the 
facility, The dirt road leading to the depot 
is a critical choke point the defenders 
should take advantage of. However, make 
sure at least one squad stays behind and 
watches over the two M-CDM stations, as 
US troops will eventually look for ways 
to avoid the traversing the dirt road. Get 
the BU-25TM in the air and use it to shoot 
down the US UH-IY— this helicopter poses 
a serious threat, potentially dropping US 
troops into the Depot via parachute. 
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SQUAD RUSH 


Z0NE1 


ZONE 2 


US DEPLOYMENT 
RU DEPLOYMENT 


This Squad Rush match centers around the Hilltop and Gas Station as the US attackers attempt to knock out two M-CDM stations. With no 
vehicles to use, the US attackers have far to travel in each engagement. Radio Beacons and squad spawning are essential for maintaining a 
presence close to each M-COM station. The RU defenders definitely have the upper hand in this match, holding the hard-to-climb Hilltop zone 
at the outset. The surrounding trees and rocks provide plenty of cover and concealment that is ideaifor staging ambushes on unsuspecting 
attackers. 



In this first round of the match, the US attackers 
deploy near the Checkpoint and must attack an 
M-COM station on the Hilltop, it's literally an uphill 
climb for the US team in this zone, so the RU 
detenders should try to take advantage of the 
height offered by the Hilltop. The M-CDM station 
is located in a tiny concrete structure next to the 
large com tower. Initially there is only one narrow 
entrance into this small structure, but by using 
explosive weapons you can create your own 
doorway. However, completely demolishing the 
structure isn't a wise move for the attackers as 
this leaves them totally exposed while attempting 
to set a charge. If the structure is completely 
destroyed, make sure to deploy smoke before 
attempting to set or disarm the charge. 
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M-CDM stat/DD is located in 
the Gas Station's garage, next to the staircase 
leading up to the roof. The rooftop is a good cover 
point for at least one of the defenders and is ideal 
for spotting distant attackers. However, most of 
the defending team should stay on the ground 
and cover the western and eastern entrances 
the garage. The US attackers have a decent 
from their deployment area at the Hilltop. 
Placing a Radio Beacon somewhere near the Gas 
Station significantly cuts down the commute time. 
However, a coordinated squad attack is required 
make a move on the final M-CDM station. Don't 
get suckered into using the eastern and western 
entrances. Use rockets or grenades to make your 



SQUAD DEATHMATCH 


The action in this game mode centers around the Forest and Gas 
Station areas for a mix of urban and woodland combat. There are 
four potential spawn areas for the IFV, all located near the roads 
around the Gas Station. If your squad is fortunate enough to take 
control of a IFV, drive it far away from the Forest and Gas Station. 
There are far too many hiding places for engineers in these pieces, 
making your ride a rocket and C4 magnet. Instead, drive it to the 
open terrain to the south or northeast and back it up against the 
map's border while firing toward the center of the map. This is a 
great way to score some easy kills and help your squad secure 
the lead. But anytime you're in the vehicle, you’re going to get 
attention from the other squads. So make sure you have at least 
one engineer on your squad to conduct repairs. 



In the Team Deathmatch variant, controlling the structures around 
the Gas Station is a good strategy for dominating a round. The Gas 
Station is at the very center of this map, along with several other 
small structures to its south and east. While the buildings may 
seem like safe positions from which to defend, keep in mind that 
almost every wall is destructible. The crossroads at the center of 
the map is a good place to avoid. Both the paved and dirt roads 
offer long sightllnes and are frequentiy watched by recon and 
support players looking for easy kills. If you want to avoid getting 
sniped, head for the woods north of the Gas Station. Here, you 
can find decent concealment that is ideal for launching ambushes. 
However, as in any Team Deathmatch, never wander off on your 
own. Stay with at least one other teammate, or term a small posse 
of teammates and orbit around the perimeter of the map looking for 
easy prey. Being constantly moving is preferable to defending one 
static position unless you have the dedicated manpower to make a 
stand. 
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A rugged, mountainous area around Damavand Peak will play a 
major role in deciding whether Russian or American troops are 
successful in combat operations throughout the sector, as the area 
is home to key radar installations. 


□n orders from CentCom, a specially trained unit of U5 Marines is 
leading a mountain assault on a uranium mine in North Khorassan 
Province. The once-abandoned area is now heavily defended by 
Russian forces stretching from the processing area through access 
tunnels that run up to a network of radar control stations used to 
warn the garrison of attacks. 






















































CDNqUEST 


RU BASE 


lx GAZ-3837 Vodnsk 
lx T-9GA 


NORTH ENTRANCE 


SOTH ENTRANCE 


lx M1114 HMMWV 


lx Mni4 HMMWV 
lx Ml Abrams 
lx AH-B J Little Bird 




With only three control points up for grabs, this is a relatively small-scale Conquest match, where defense is often more important than 
offense. The US team starts in the south while the RU team starts in the north. Between these two bases are three control points. The US 
team should focus on capturing and maintaining control of the South Entrance [A] and Tunnel [B] to initiate a ticket drain on the RU team. 
The RU team is best served by controlling the North Entrance [C] and Tunnel [B] to begin bleeding the US team's ticket count. Unless the 
opportunity arises, there's no need for either team to try to capture all three flags. It's much better to consolidate your forces around two 
control points and set up a solid line of defense within the Tunnel. The team that manages to hold the two control points nearest their base 
for the duration of the match stands the best chance of winning. 
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NAME 
QUANTITY 
RESPAWN TIME 



M1114 HMMWV 


1 

15 SGC. 



Ml Abrams 


1 

30 sec. 


'u- 'T! 

- ... 



9D sec. 




In this Conquest match, the UG team 
starts out on the south end of the 
map, spawning at the Factory Valley. 
This puts the US team within a few 
meters of the South Entrance [A] 
control point, making it relatively 
easy for them to hold for the 
duration of the match. Use the M114 
HMMWV to get to the nearby control 
point as quickly as possible at the 
start of the match, and reinforce 
the position with an Ml Abrams 
tank. The US Base is otf-Iimits to 
RU ground units, but be prepared 
to defend against attacks by their 
Z-11W scout helicopter. It's easiest 
to shoot this chopper down with the 
engineer’s FIM-92 Stinger. The US 
team's own scout helicopter, the AH- 
GJ Little Bird, spawns on the helipad 
to the east. Spawn directly into the 
helicopter when it’s available. 
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NAME 
QUANTiTY 
RESPAWN TIME 



GAZ-3937 Vodnik 


1 


15 sec. 



T-90A 


1 


30 sec. 



Z-1TW 
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The RU Base 5 3rE“s: 

end of the mac. e i ~~ = 

to the north, sca ,’.’^ □nf’y = "e.'i 
meters away ftcm the Noimi E.-trcTE 
[C] control point. Using a GAZ-33S7 
Vodnik, the RU team has no probiem 
capturing this nearby control point early 
on before advancing toward the Tunnel 
[B], While the two ground vehicles 
spawn around the Mining Area, the RU 
team's Z-11W scout helicopter appears 
to the northwest and benefits from its 
own on-board spawn point. So if you 
want to take a ride in the helicopter, 
spawn directly into it instead of hiking 
to where it appears. Be prepared to 
confront the US team's own scout 
helicopter buzzing over the RU Base 
and shoot it down with the engineer's 
SA-18 IGLA. In a pinch, the machine gun 
turrets on the Vodnik and T-90A serve 
as good deterrents to air attacks. 
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Gontrp I -Point Assets 


The South Entrance [A] is definitely within the US 
team's sphere of influence given its proximity to 
the US Base. The US team should use this control 
point as a first iine of defense in the event the RU 
team takes the Tunnel [B] control point. From this 
location, it's easy to pick off enemy troops and 
vehicles emerging from the dark Tunnel cutting 
through the large mountain to the north. Use the 
turret on an HMMWV to suppress and cut down 
an RU troops that come rushing out of the Tunnel. 
The flag here is locafed near a fork in the road 
by the Tunnel's entrance, making it easy for both 
infantry and vehicies to capture. The chain-link 
fence surrounding the flag can he easily cut with a 
knife. So if you find yourself standing on the road, 
slice your way through the fence and seek cover 
near one of the shipping containers south of the 
flagpole while capturing or contesting this point. 


SOUTH ENTRANCE 




The Tunnel control point [B] supplies no vehicles to 
either team, but it remains the most crucial point 
on the map. Since there's only three control points 
on this map, whichever team controls the Tunnel 
has a good chance of bleeding the opposing team's 
ticket count, which ail but guarantees a victory. 

The flag here is located along a side road on the 
east side of the Tunnel, and can be captured or 
contested from within the nearby buildings. While 
the main Tunnel entrances to the south and north 
are the only approaches for vehicles, infantry can 
utilize the narrow side passages on the eastern 
edge of the Tunnel to access this area directly, 

This is the preferred method of advancing on this 
area while on foot because it allows infantry to 
detour heated vehicle battles on the main road. 

This area is very dark, so make use of Tactical 
Lights and Laser Sights to blind your opponents. 
The IRNV (IR IxJ scope and Flash Suppressor are 
also useful here if you wish to avoid detection. This 
is particularly useful for defenders — find a nice 
comer with a good view of the flag, and pick off 
any attackers that move into view. 
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RU CONTROL 


RESPAWN TIME 
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GAZ-3S37 
Vodnik [1] 


2D sec. 


The North Entrance [C] serves as a forward base 
for the RU team, providing a spawn point near the 
Tunnel (B]. Located only a few meters from the 
RU Base, the RU team should have little problem 


duration of the match. But if the US team holds 
the South Entrance {A] and Tunnel [Bl, RU troops 
should be prepared to fend off attackers here, Like 
at the South Entrance [A], the North Entrance flag 
is located right next to the road dutside the Tunnel 
and can be captured by either vehicles or infantry. 
The lack of cover along the road makes if safer 
for infantry to slice through the nearby fence and 
seek cover among fhe rusty metal retaining walls 
to the north. However, there are plenty of hiding 
spots for attackers and defenders alike, so it may 
require a thorough patrol of the area before you 
can eliminate opposing forces within the flag's 
capture radius. 
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CONQUEST 64 


MINING ARiA 


NORTH ENTRANCE 


^SOUTH ENTRANCE 


FACTORY VALLEY 


lx M1114 HMMWV 


2x M1114 HMMWV 
lx Ml Abrams 
lx AH-GJ Little Bird 


Unlike most Conquest maps, this one is compietely linear, with ail five control points neatly aligned from north to south. Although a linear 
plan of attack is not mandatory, it makes the battle much easier if your team can control at least three adjoining control points. The US team 
should focus on capturing and controlling the Factory Valley [A], South Entrance [B], and Tunnel [C] in an attempt to drain the RU team's 
ticket count. Qn the opposite side of the map, the RU team should hold the Mining Area [E], North Entrance [□], and Tunnel [C] to bleed the 
US tickets. While these plans of attack are the easiest, they aren't the only way to capture and hold three control points. If your team gets 
bogged down in the Tunnel, bypass this choke point using your team's helicopter and open up new fronts by capturing the control points 
close to your opponent's base. Even if you can capture one of these control points temporarily, it may be enough to divert enemy resources 
away from the Tunnel, giving teammates a chance to capture that central crificsi point. 
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M1114 HMMWV 
2 

20 sec. 










The UB Base is nestled against the cliff side, 
just below Damavand Peak on the map's 
southern edge. There aren't many vehicles 
spawned here, so most of the UB team must 
advance to the nearby control points on foot. 
Players that manage to get in a HMMWV 
at the start of a match should pass on 
capturing the Factory Valley [A] and South 
Entrance [B] control points and make a move 
for the Tonne! [C] before the RU team can 
do the same. UB infantry and the Ml Abrams 
can handle taking the nearby points, but 
the speed of the HMMWV is essential for 
capturing the Tunnel [C] early on. The AH-BJ 
Little Bird is spawned on the helipad to the 
east and is great for harassing RU ground 
units to the north. You can also use this 
scout helicopter to covertly drop troops at 
the distance North Entrance [□] and Mining 
Area [E] control paints. 
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GAZ-3937 Vodnik 


20 sec. 



6D sec. 
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a few vehicles t~ 2 ' =: = " a — s ■ 
which require careful car c."?”* “2 

early moments of a •. 

should wait until every =e=~ s ■f.^ed — 
head directly for the Turne. [Cj conmc cc “ 
Capturing this central control point sariy c.r 
and reinforcing it is extremely impartant 
The nearby Mining Ares [E] and North 
Entrance [D] control points can be captured 
by infantry and the T-90A. The Z-11W scout 
helicopter spawns on the helipad to the 
west of the RU Base, While the helicopter 
is useless for attacking or defending the 
Tunnel [C] it comes in handy for launching 
raids on distant control points like the Booth 
Entrance [B] and Factory Valley [A]. However, 
the RU team is strongest when consolidating 
their forces at the three control points 
closest to their base. 
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The Factory Valley [A] control point is centered 
around a massive industrial compfex surrounded 
by chain-link fences and several large warehouses. 
The flag is located in an open area in the complex, 
pear a forkliff and some shipping containers. 
Despite the area's open nature, there are still 
plenty of places to hide while capturing or 
contesting the flag. However, given the control 
point's close proximity to the US Base, the Factory 
Valley is likely to stay in US control for the duration 
of the match. Outside of their base, this is the 
only control point that supplies the US team with 
an extra vehicle, which makes it a location worth 
defending. The HMMWV deployed here can play a 
vital role in defending the nearby South Entrance 
[B] control point from RU attacks originating from 
the Tunnel [C]. 
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The South Entrance [Bj is definitely within the US 


the Factory Valley [A], The US team should use 
this control point as a first line of defense in the 
event the RU team takes the Tunnel [C] control 
point. From this location, it’s easy to pick off enemy 


cutting through the large mountain to the north. 
Use the turret on an HMMWV to suppress and cut 
down an RU troops that come rushing out of the 
Tunnel. The flag here is located near a fork in the 
road by the Tunnel's entrance, making it easy for 
both infantry and vehicles to capture. The chain- 
link fence surrounding the flag can be easily cut 
with a knife. So if you find yourself standing on 
the road, slice your way through the fence and 
seek cover near one of the shipping containers 
south of the flagpole while capturing or contesting 
this point. When playing as the US, make sure at 
least one squad defends this point at ail times to 
prevent the RU team from gaining a foothold on the 
south side of the map. 


B> SOUTH ENTRANCE 
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The Tunnel [C] control point supplies no vehiclBs 
to either team, but it remains the most crucial 
point on the map. With five control points on this 
map, whichever team controls the Tunnel has 
a good chance of bleeding the opposing team's 
ticket count and ail but guarantee a victory. The 
flag is located along a side road on the east side 
of the Tunnel and can be captured or contested 
from within the nearby buildings. While the main 
Tunnel entrances to the south and north are the 
only approaches for vehicles, infantry can utilize 
the narrow side passages on the eastern edge of 
the Tunnel to access this area directly. This Is the 
preferred method of advancing on this area while 
on foot, allowing infantry to detour heated vehicle 
battles on the main road. However, these narrow 
passages can be deadly if properly defended 
by opposing forces. The funnel is very dark, so 
make use of Tactical Lights and Laser Sights to 
blind your opponents. The IRNV [IR lx] scope and 
Flash Suppressor are also useful here if you wish 
to avoid detection. This is particularly useful for 
defenders — ^find a nice corner with a good view of 
the flag, and pick off any attackers that move Into 
view. If necessary, don't forget to move vehicles 
from your base to this point to better defend It 
against enemy attack. 
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The North Entrance [□] serves as a forward base 
for the RU team, providing a spawn point near the 
Tunnel, Because the North Entrance is located on 
the north side of the map, the RU team should have 
littie problem maintaining control of this location 
throughout the duration of the match. But If the 
US team holds the Tunnel [C], RU troops should 
be prepared to fend off attackers here. 

South Entrance [B], the flag 
next to the road outside the TiX'-rs and car de 
captured by either vehiciss or infantry. The eck 
of cover along the road makes it safer for infanTry 
to slice through the nearby fence and seek cover 
among the rusty metal retaining walls to The north. 
However, there are plenty of hiding spots for 
attackers and defenders alike, sc it may require 
a thorough patrol of the area before you can 
eliminate opposing forces within the flag's capture 
radius. The RU team should always post a squad 
of defenders here in an effort to prevent US troops 
from advancing through the Tunnel and gaining a 
foothold on the north side of the map. If the North 
Entrance falls to the US, they'll have an easier time 
taking the nearby Mining Area [E], thereby securing 
a near rout of the RU team. 
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GAZ-3937 
Vodnik [1] 


2D sec 


Located a short hike south of the RU Base, the 
Mining Area [E] is likely to stay under the RU team's 
control for most of the match. This control point 
stipplies the RU team with an extra Vodnik, which 
is ideal for launching fast attacks on the Tunnel 
[C] or defending the nearby North Entrance [D]. 

The flag here is locafed within the small office-like 
structure. However, the flag can be converted 
or contested from outside the building as well. 
However, the surrounding objects make it difficult 
[and potentially dangerous] to maneuver large 
vehicles like tanks in this area. So this area is 
best attacked and defended by infantry. There 
are plenty of hiding spots surrounding the control 
point, making it relatively easy to defend. However, 
once secured, the RU team is best served by 
focusing most defensive efforts around the North 
Entrance [D] and Tunnel [C], Still, don't neglect this 
control point entirely as it may stiil be captured by 
US aerial attacks staged with their scout helicopter. 


E> MINING AREA 


RU CONTROL RESPAWN TIME 
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This is a truly epic Rush 
battle, requiring the US 
team to take out ten 
M-COM stations spread 
across five separate 
zones. Helicopters play 
a large role in this battle. 
Good chopper pilots can 
be a complete game 
changer, so both teams 
should prepare for ways 
to counter these aerial 
threats. While helicopters 
can support the fight 
from the air, its still up 
to infantry to do the 
dirty work. US attackers 
must still manually plant 
charges on each station, 
requiring teamwork and 
constant situational 
awareness. The RU team 
doesn't gain any ground 
vehicles until the very 
end, so stopping the US 
advance early on falls 
largely to infantry. The RU 
team starts by defending 
two sites on Damavand 
Peak before being pushed 
back to the valley floor, 
where they attempt to 
hold out at the Factory 
Valley, Tunnel, and finally 
the Mining Area. 
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ZONE 1: COMMUNICATIONS FACILITY 


RU DEPLOYMENT 




lx M1114 HMMWV 
lx Centurion G-RAM 


This M-CDM Station A is located on the western side of the facility, 
placed against the exterior wail of a moderately sized building. The 
area around the M-COM station is well within view of US recon 
troops posted on the hillside to the south, presenting a threat to RU 
defenders, Seek cover in nearby buildings or among the shipping 
containers. However, the adjacent building blocks the view of 
snipers, preventing them from hitting anyone standing directly next 
to the M-COM station. Of course, new sight lines can be attained 
by blowing holes through walls with explosive weapons. The 
facility's wall directly to the south is one advisable breach point 
for US attackers approaching this location. The M-CDM station is 
completely exposed to the north and east, so deploying smoke is 
highly recommended before attempting to set or disarm a charge 
here. Both teams can benefit from Radio Beacons planted within 
the nearby building, as they allow for quicker response. 


M-COM Station B is located inside the small trailer-like structure 
directly south of the massive communications tower. The wails of 
the structure make it difficult for attackers and defenders to cover 
the M-CQM station directly from long range. Defenders may wish to 
take out the walls to take out the structure's northern and western 
walls, thereby allowing them to better see attackers sneaking 
into the building. The attackers can benefit by demolishing the 
structure's southern wall to allow recon troops to cover the M-CDM 
station from long range and pick off RU defenders as they attempt 
to disarm the charge. Ultimately, destroying the structure's walls 
benefits the defenders most, denying the attackers cover as they 
approach the M-CDM station. Still, defenders need to seek suitable 
cover themselves to avoid getting hit by attacking snipers. 
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Centurion C-RAM 


NAME 
OUANTITY 
RESPAWN TIME 


The US team starts on the very southern tip 
of the map with only a few assets at their 
disposal. While the HMMWV is great for rushing 
the Communications Facility to the north, it's 
usually much safer to approach on foot During 
the advance on the Communications Facility, 
make sure the Centurion C-RAM is manned 
to counter the RU team's Z-11W. Otherwise a 
skilled pilot can wreck havoc on your team's 
advance. The engineer's FlM-92 Stinger Is also 
well suited for countering this serious threat. 
While moving to the Communications Facility, 
avoid the dirt road to the east and use the 
rocks on the north side of the facility for cover. 
Planting a Radio Beacon in a covered position 
can greatly reduce your squad's commute, 
allowing you to apply consistent pressure 
against the M-COM stations below. The US 
team attacks downhill, so take advantage of 
the high ground by posting recon troops along 
the hillside and fire down on the RU defenders 
to the north. 


Z-11W 


9D sec. - 

The RU team's ground forces deploy 
near a guard tower {ust north of the 
Commmunications FacilrN', *+'s s 
hike up the “hi t: “==i“ ~= '**-12'-' 
stations to the soutr. hcwevs* —= 

US troops may rush the faciirry ~ meir 
HMMWV, so speed is essentia) at the 
start of a match. Sprint up the hill and 
immediately take up positions around 
bath M-COM stations. Seek out cover 
to prevent getting sniped from the hill 
above the facility. The RU team's Z-11W 
helicopter spawns at Peak Facility's 
helipad to the north. While this area is 
off-limits, you can spawn directly into 
the helicopter when it's available. But 
don't take the pilot's seat unless you 
have some experience. A skilled pilot 
is required to strafe the US attackers 
while avoiding the incoming fire of 
the Centurion C-RAM located at their 
deployment area. 


30 sec. 
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lx M1114 HMMWV 
lx Centurion C-f?AM 


ZONE 2: PEAK FACILITY 


RU DEPLOYMENT 



M'CDM Station A is located in the southwest corner of the Peak 
Facility and is likely to be the first objective attacked by the US 
team due to its close proximity to the southern exterior wall, The 
M-CDM Station sits on the bottom floor of the small gray two-story 
structure next to the concrete perimeter wall, instead of circling 
around the wall, US troops should simply blast their way through to 
easily access this M-CDM station. RU defenders should hold to the 
north and take out the walls on the bottom floor of the structure. 
This allows them to engage attackers attempting to set a charge. 
Denying the attackers this cover can go a long way in holding out 
here. 



While this M-CDM Station B is partially fenced in by concrete walls, 
these walls can be destroyed with explosive weapons, allowing the 
US team to stage their attack from practically any direction. The 
M-CDM station is flanked by two shipping containers that cannot be 
destroyed, providing excellent cover for troops attempting to set or 
disarm a charge. However, anyone standing in front of the M-COM 
station is completely exposed from the east. So whether you're 
attacking or defending, the east side offers the best cover point. 
The wall directly behind the M-CDM station can also be destroyed 
for those who wish to cover the station from the west. However, 
the station must still be armed or disarmed from the east side. 
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NAME 
OUANTITY 
RESPAWN TIME 


Z-11W 

1 

90 sec, 


pushed back to the ver/ ecge c~ e-i 

Peak, deploying near the helipad percr.ed 
on the northernmost tip of the mountain. 

The M-CDM stations are located with'n the 
facility to the south, only a fev. T.e"S'= = ae . 
However, RU defenders should prepare for 
early rush attacks by the US HMMWy^. If 
the US team acts quickly, they can gain a 
foothold in the facility before the RU team has 
a chance to establish a defensive perimeter. 
Barring early rush attacks, the RU defenders 
have a solid chance of holding out here. US 
recon troops sniping from the hillside to the 
south are still a problem here for defenders, 
so avoid silhouetting yourself in windows or 
on rooftops. Stay low and focus you attention 
on the two M-COM stations. Perform routine 
security sweeps of the facilities perimeter 
and destroy any US Radio Beacons placed 
near the facility. Keep the Z-11W in the air at 
ail times tc strafe the advancing US troops. 


14 HMMWV 


30 sec. 


Centurion C-RAM 


iW 


J 


After destroying the first two M-COM 
stations, the RU team is pushed farther 
to the north while the US team claims 
the Communications Facility for their 
base. The LiS team is granted the same 
assets as before: one HMMWV and a 
Centurion C-RAM tor air defense. The 
US team still holds the high ground at 
this location, but it's still a long hike 
to the Peak Facility down the slope to 
the north. Fortunately there's plenty 
of large rocks that US troops can use 
for cover on the way down. The road 
to the east offers the quickest access 
into the Peak Facility, but it's likely 
to be mined or booby-trapped. Still, 
rushing the Peak Facility along this 
road in a HMMWV is by far the quickest 
way to gain a foothold near the M-CUM 
stations. Cnee in or near the facility, 
utilize Radio Beacons to allow squad 
mates to spawn closer to the action. 
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lx AH-BJ Little Bird 
lx UH^IY Venom 


wS^. 


ZONE 3: FACTORY VALLEY 


RU DEPLOYMENT 






M-COM STATION B 


This M'COM Station A Is positioned in a yellow shipping container 
alongside the road outside the large warehouse facility. Both the 
northern and southern ends of the shipping container are open, 
allowing access to the M-CQM station from either side. Dnce inside 
the cramped shipping container, it's relatively safe to set or disarm 
a charge. However, getting inside can be tough, especially if both 
entrances are watched by the opposing team. The shipping container 
is surrounded by multiple elevated positions, offering both attacking 
and defending recon troops a dear view of anyone entering or 
exiting. Therefore smoke is essential in concealing advances toward 
the shipping container's entrances. For the US attackers, it's best to 
get inside, set the charge, and then exit, covering shipping container 
from a distance as the defenders rush to disarm the charge. Loitering 
inside the shipping container only makes you vulnerable to incoming 
grenades and close-quarters assaults. 


While attacking the shipping container can be challenging, it's 
nothing compared to approaching this M-CUM Station B located 
on the ground floor of the large warehouse, it well defended, the 
RU team can hold out here indefinitely, stealthily picking off US 
attackers from the catwalks and other elevated positions. Attackers 
must embrace the element of surprise by punching holes through 
the warehouse's exterior wails and creating their own entry 
points. This helps keep the RU defenders on their toes, constantly 
guessing where the next infiltration will come from. Both teams 
can also benefit from Radio Beacons placed in and around the 
warehouse, which is ideal for maintaining a constant presence 
in this area. Attacking and defending this location requires a 
concerted team effort. Failing to coordinate will most certainly lead 
to defeat. 
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RU DEPLOYMENT 






9M133 Kornet Launcher 


60 sec. 


>s<n«iP 


After losing the Peak Facility, the RU team 
deploys near the South Entrance by the 
TunreL '!~na St r^icfe'5- 
tew meters soLnr. ~ai 

but the US heiicacTsrs civE “ 
increased mobilrty to quickly secure 
points on the valley floor. RU eng inGcfs 
armed with SA-18 IGLA launchers are 
needed to combat the threat posed by 
the US choppers. But RU troops should 
also watch for attackers base jumping 
off Damavand Peak. Base jumpers are 
particularly vulnerable if they deploy their 
parachutes too early. So spot them for your 
teammates, then open fire. Hitting a slowly 
descending opponent with a parachute isn't 
easy, but if multiple teammates concentrate 
their fire on one target, chances are the 
base jumper won't survive. Still, don't get 
distracted by shooting down choppers and 
base jumpers. Sprint to each M-COM station 
and establish a defensive perimeter ASAP. 
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UH-1Y Venom 
1 

90 sec. : 


Z-11W 














90 SBC. 


The fight is long from over after the US team knocks 
out the latest M-CDM stations at the Peak Facility. Next 
comes one of the most unique and exciting advances 
in any Rush map: It requires the US team tc drop 
off the edge of the mountain and secure a foothold 
in the valley below. There are a couple of ways to 
safely reach the valley floor. The most obvious is by 
helicopter transport. This base now spawns an AH-BJ 
and UH-1Y for the US team. If you can't hitch a ride 
□n a chopper, the only other way down is by base 
jumping off the northern edge of the mountain. This 
is far less dangerous than it looks, but you must be 
careful when deploying your parachute. If you deploy 
your parachute too early, the RU defenders will have 
any easy time spotting you, making you vulnerable to 
incoming fire as you slowly drift to the ground. The 
key is opening your parachute when you're only a few 
meters from the ground. Not only is this the fastest 
way down, but you're also less likely to get shot 
during the descent Once safely on the ground, make 
sure your squad deploys a Radio Beacon in a safe 
spot to secure a spawn point in the valley. 















ZONE 4: TUNNEL 


RU DEPLOYMENT 


‘ c T-9QA 
1x 

lx Kornet Launcher 


lx M114 HMMWV 
lx Ml Abrams 
lx AH-B J Little E 
lx UH-1Y Venom 



This M-CQM Station A is located in a construction zone on the 
western side of the Tunnel. The objective Is surrounded by piles 
of rock and debris, preventing both attackers and defenders from 
covering this area from long range. So prepare for some close- 
quarters firefights around this objective. Utilize Tactical Lights and 
Laser Sights to cut through the darkness and blind your opponents. 
If you want to avoid giving away your position, equip the IRNV 
[IR lx] scope and a Flash Suppressor to spot enemies while 
remaining undetected. Given the uneven terrain, vehicle attacks 
on this position aren't easy, infantry are best suited for attacking 
and defending this M-CDM station. RU defenders should cover the 
narrow passage directly south of the objective, This is a popular 
avenue of attack and should be locked down by support troops. 



M-CDM Station B is looated on the opposite side of the Tunnel, 
in the turn-out area to the east. The construction on this side of 
the Tunnel is more complete, including a smooth U-shaped road 
connecting to the main road on the north and south ends. This 
makes approaches by vehicles much easier, both for the attackers 
and the defenders. The M-CDM station itself is located on the 
bottom floor of the small trailer-like structure to the east A similar 
trailer is located across the road to the west and provides a good 
cover point of the objective. RU defenders should mine the road to 
the south to prevent US vehicles from getting too dose for comfort. 
But the bulk of the UB attack is likely to come from the narrow 
passage to the south. This avenue of attack can also be booby- 
trapped with Claymores and C4. But dedicated defenders covering 
this passage are necessary, too. Focusing light machine gun fire 
down this narrow passage is a great way to score some easy kills. 
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NAME 
DUANTITY 
RESPAWN TIME 


M114HMMWV 


30 sec. 


60 sec. 


RU DEPLOYMENT 


NAME 
gUANTITY 
RESPAWN TIME 


T90A 


BD sec, 




Z-11W 


90 sec. 


9M133 l<iime^Lsun;"=' 




In this zone, t~e 
the Tunnel, nesr ~~b \ z ~ 
finaliy, they have ="~e = 
in the form of a T-BOA. 
for countering the US Ml 
spawns at the US deployment area =“ 
the South Entrance. Park the tank in the 
Tunnel, facing toward the south, and blast 
any attackers that move into view. Placing 
the tank in the Tunnel protects it from the 
US choppers, but it will still draw plenty of 
fire from the US ground forces. However, a 
dedicafed team of engineers can keep the 
T-9DA in the fight. RU infantry should gather 
around the two M-CDM stations on the east 
and west sides of the Tunnel. Pay particular 
attention to the two narrow side passages 
leading in from the South Entrance. Support 
troops training light machine guns down 
these narrow passages is an effective way 
to halt US advance. 


1 

90 sec. 
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UH-IY Venom 
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Once the US team has secured a 
presence in the valley, they must press 
forward into the Tunnel. Fortunately 
they gain some ground vehicles for 
this task, while stiil maintaining their 
helicopters spawned at the Peak Facility. 
Both the HMMWV and Ml Abrams are 
helpful for attacking the two M-COM 
Stations nestled deep inside the Tunnel. 
While the Tunnel entrance directly to 
the north is the only entry point for 
vehicles, infantry should utilize the 
narrow side passages on the east and 
west. If the RU team hasn't defended 
these passages, these are by far the 
best way to get inside the Tunnel and 
plant charges on each M-CDM station. 
The helicopters aren't very effective 
during this stage of the battle, but they 
can harass RU units spawned near the 
Tunnel's North Entrance — taking out 
their T-BOA is very helpful. 


3D see. 















RU DEPLOYMENT 


lx M114 HMMWV 
lx Ml Abrams 
lx AH-BJ Little Bird 
lx UH-1Y Venom 






This M-CDM Gtation A is nestled up against a shipping container 
beneath a large steel equipment shelter on the east side of 
the Mining Area. The eastern side of the shipping container is 
open, making it an awesome hiding spot for both attackers and 
defenders. Consider piacing a Radio Beacon inside the shipping 
container to maintain a presence next to the M-COM station. 
Defenders should note that the concrete wall to the south and 
west can be breached with explosives, thereby opening new 
avenues of attack for the US team. The red-and-white trailer to the 
east serves as a great cover point, regardless of which direction 
the attackers come from. Drop prone atop the stairs here and pick 
off anyone tampering with the objective. 


M-CDM Station B is on the ground floor of the gray two-story office 
trailer at the center of the Mining Area. The walls of this structure 
can be completely destroyed but the structure will remain standing. 
Peeling away the walls allows a better view of the objective for 
defenders. Still, it's better to simply cover the two entry points 
on the west and north sides. Tanks are likely to play a role in the 
fight for this M-CDM station, so engineers on both sides should 
come prepared with anti-tank weaponry, including mines and C4. 

If the M-CDM station becomes completely exposed through the 
destruction of the surrounding walls, be prepared to deploy smoke 
on the objective prior to setting or disarming the charge. 
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UH-1Y Venom 



This is the US team's final deployment 
area, located inside the Tunnel. The 
Tunnel's exit to the north is a deadly 
choke point that is easily defended 
by the RU team and their two T-90A 
tanks. Therefore, look for other ways to 
advance on the final M-CDM stations. 
The helicopters offer the best method 
of moving troops to the north end of 
the valley. Once on the ground, Radio 
Beacons can be deployed near the 
M-CDM stations, allowing teammates 
spawn close to the action without 
rushing through the carnage near the 
Tunnel's exit. Beyond transporting 
troops, the AH-BJ plays a pivotal role 
in attacking the RU team's tanks by 
helping the Ml Abrams advance to 
support assault operations on the 
M-COM stations. 


RU DEPLOYMENT 
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NAME 
OUANTfTY 
RESPAWN TIME 


T-90A 


Z-11W 







9M133 Kornet Launcher 


1 


GD sec. 


9D sec. 


GO sec. 


.BE^ 



Although this is the final zone for the RU 
defenders, they have a good chance of 
holding out here. There's only one way 
through the mountain and that's the Tunnel 
to the south. The Tunnel's exit is a perfect 
choke point and- should be taken advantage 
□f. Deploy the "two T-90A tanks so they can 
cover the exit, picking off US infantry and 
vehicles that emerge. The biggest threat 
comes in the form of an aerial assault 
staged by the US helicopters. If the RU team 
isn't paying close attention, the choppers 
can drop troops directly onto the M-CDM 
stations. The best defense against such 
attacks are engineers armed with BA-18 
IGLA missile launchers^ — just be sure to take 
out any survivors that manage to bail out 
Also, perform periodic sweeps of the area to 
locate and destroy US Radio Beacons. If the 
RU team can force the US team to spawn in 
the Tunnel, they'll have a much easier time 
holding out long enough to achieve a victory. 
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SQUAD RUSH 


us DEPLOYMENT 


RU DEPLOYMENT 


ZONE 1: PEAK FACILITY 
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This small-scale Rush battle centers around the Peak Facility and the Factory Valley, as the US team is tasked with taking out two M-CUM 
stations. While both teams start on relatively even footing at the start, the RU defenders have the upper hand when it comes to defending 
the final M-COM station inside the warehouse. An effective RU squad can turn the warehouse interior into a treacherous kill zone, thus 
requiring the US team to quickly adapt and experiment with different plans of attack. 
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In the first round, the RU team defend an M-COM 
station at the Peak Facility, on the northern edge 
of Damavand Peak. The M-COM station is on the 
south side of the facility on the bottom floor of the 
small gray structure. The RU defenders may wish 
to knock out the walls of the lower floor so they 
have a better view of the M-COM station at long 
range. Taking out the walls denies the US attackers 
cover while theyTe planting the charge. But the US 
team has the high ground here and they should 
take full advantage of it. A skilled US recon player 
can provide sniping cover from the hillside to 
the south while squad mates rush in and set the 
charge. While attacking, use explosive weapons to 
bring down perimeter wall sections. This will keep 
the defenders on their toes, never knowing where 
the attackers will infiltrate. 
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r some close-quarters fighting around 
this final M-COM station, which is on the second 
the large warehouse. For the most part, 
the RU team can focus their defensive efforts 
on securing the two stairways leading up to 
the second-floor catwalks. The stairways and 
catwalks are ideal choke points and should be 
watched at all times. For the US team, assaulting 
the warehouse interior is dangerous, instead of 
utilizing existing entry paints, make your own with 
rocket launchers and grenade launchers. Dpening 
holes in the warehouses outer walls keeps the 
defenders guessing, making it harder for them to 
predict the US team s point of entry. Radio Beacons 
are important for both teams because they allow 
them to spawn closer to the warehouse. This is 
particularly important for the defenders because if 
squad is wiped out, they'll have a hard time 
making it to the warehouse in time to disarm the 
charge on the M-CQM station. 
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SQUAD DEATHMATCH 




The Factory Valley is the location of this battle, as you and 
your squad fight for dominance. This sprawling industrial area 
offers plenty of cover and concealment, particularly around the 
massive warehouse. Fights in this area often take place at close 
to intermediate range, so choose your kit loadout accordingly. For 
those who prefer putting a bit more distance between themselves 
and their enemies, the high ground on the east side of the map 
offers long sight lines that are ideal for recon troops looking 
for long-range kills. The IFV spawns in one of four locations 
surrounding the warehouse. If your squad gets access to one of 
these IFVs, don't linger around the map's core. You'll only be a 
magnet for incoming rockets and C4 attacks. Instead, race to the 
cerimeter of the map where there’s less cover for enemy squads. 
Also, make sure you have at least one engineer on your squad to 
perform repairs. Make the most, of your time in the IFV, scoring as 
many kills as possible to give your squad the lead. 
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when playing on a full server, the fight in and around this Mining 
Area can get extremely intense. It you find yourself on the valley 
floor, immediately seek cover among the small buildings or mining 
equipment. The hillside to the east is a popular sniping spot for 
recon players. From this high vantage point, they have a relatively 
clear view of the map. However, the hillside offers very little cover, 
making it fairly easy to counter-snipe these opponents. Dr look for 
opportunities to flank squads camping the high ground by attacking 
from the north or south and claiming the high ground for your own 
team. Instead of trying to occupy the center of the map, work the 
perimeter. Otherwise, enemy attacks can come from any direction. 
Still, an organized team can make a solid defensive effort by 
claiming a fixed position and holding it Just make sure you have 
plenty of teammates around to cover all angles. 
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The battle for central Teheran has reached its second week; what 
was expected to be over within days continues as Russian and US 
forces clash for the control over this ancient city. No one knows 
how this will end, but military experts claims that risks are high as 
the soldiers fight, street by street, in the now deserted city. 

US infantry supported by armored vehicles is trying to find a way 
out of downtown Teheran. A collapsed building is blocking the 
closest route, so they have to go through the central districts, 
securing each sector as they advance. Russian infantry is hiding 
everywhere in the alleys and buildings. The American contingent 
is attempting to secure the two main squares and the surrounding 
area. 
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CONQUEST 


lx M1114 HMMWV 
1x LAV-2S 

lx M22D TOW Launcher 


KEEYWAY 


Ready for some urban combat? This head-on Conquest match is an intense conflict centered around a hotly contested city block in the 
center of the map. Only three control points are up for grabs, which means each team must hold at least two to initiate a drain on the 
opposing team's tickets. For the US team, it makes the most sense to capture and lock down the Square [A] and Alleyway [B] while the RU 
team strives to hold the Market [C] and Alleyway [B]. The fight for the central Alleyway [B] can be costly, and may ultimately not be worth 
the large number of tickets it takes to capture and hold. Therefore both team's should consider possible flanking maneuvers in an attempt 
to hold the nonadjacent Square [A] and Market [C] instead of grinding against the Alleyway [B], In any case, holding the control points to the 
north and south makes it mipch easier to apply pressure on the Alleyway. 
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NAME 
gUANTITY 
RESPAWN TIME 


30 sec. 


BO sec. 


30 SBC. 


to 
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The RLI team starts in the southeast 
corner of the map. Like the US Base, 
the RU Base spawns only a couple of 
vehicles. Both the Vodnik and BMP-2M 
should be used early on to rush the 
Square-[A) control point to the north 
while the RU infantry secure the nearby 
Market [c]. The eastern street, running 
north and south, provides a clear 
sight line into the RU Base. Bo infantry 
spawning here should be prepared for 
taking fire from long range while exiting 
the base. It's much safer to utilize the 
alleyway to the west of the base when 
attempting to reach the Market [C] 
control point on foot. However, once a 
control point is held by the RU team, 
it's best to spawn away from the base, 
This will put you [and your squad] 
closer to the action while keeping you 
safe from enemy snipers scanning for 
prey on the city streets. 








30 sec. 


GAZ-3B37 Vodnik 


UV-25 


M220 TOW Launcher 


60 sec. 


BMP-2M 


9M133 Kornet Launcher 


M1114 HMMWV 
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The US Base is located in the 
northwest corner of the map. 

This dead-end street is more of a 
deployment area than a base, as it 
spawns only a HMM\W and an LAV- 
25. The lack of vehicles at this base 
should prepare you for what is mostly 
a infantry battle in this urban center. 
Early on, US troops should make a 
push for the nearby Square [A] control 
point while the HMMWV and LAV-2B 
assault the Market [C] far to the south. 
While the adjacent streets are safe to 
cross at the beginning of a match, it's 
best to deploy from one of the central 
control points later on. The streets 
'offer tong sight lines for enemy snipers 
and they may be waiting for you to 
enter the intersection just east of the 
base. So unless there are vehicles 
available, avoid spawning at the US 
Base once a match gets underway. 
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The Square is the northernmost control point 
located only a few meters from the US Base. 

As a result, the US team has a good chance of 
capturing this control point early on. However, the 
Square is closely linked to the other two control 
points in the center of the map, giving the RU 
team a good chance of wresting it away from US 
control, especially if they hold the Alleyway [B] and 
Market [C] to the south. So if the US team hoids 
this position, they shouid expect RU attackers 
approaching from the Alleyway (B) to the south. 

But if the RU team holds the Square, they can most 
likely expect attacks to originate from the US Base 
to the northeast. The flag here is positioned in the 
center of a parking lot. Instead of taking cover near 
the explosive vehicles, consider hiding near one of 
the yellow dumpsters while capturing or contesting 
the flag. If you're attacking this point from the 
west, the concrete wall on the western edge of 
the square can be destroyed, which allows you to 
create new entry points. 
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Sitting at the dead center of the city block, the 
Alleyway [B] is the most contentious control point 
on the map. Flanked by the Square [A] to the north 
and the Market [C] to the south, it will see heavy 
action throughout the duration of the match, The 
Alleyway is too narrow for vehicles to enter, so this 
is a control point that must be compietely captured 
or contested by infantry. The flag sits at the center 
of this narrow passage, making it a dangerous 
location for attackers and defenders alike. When 
attempting to capture or contest the flag, always 
seek cover in one of the stalls to the east or west. 
This allows you to stay within the flag's capture 
radius without exposing yourself to fire from the 
north or south ends of the Alleyway. These alcoves 
also come in handy when defending the control 
point; use them to ambush attackers. With little 
cover, attackers must largely rely on smoke to 
conceal their advance on this position. Btherwise 
they're open to both long- and close-range attacks. 
It's usually safer to secure both the Square (A) and 
Market [C] before dosing in on this control point. 
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The Market [C] is the southernmost control point, 
and is therefore within the RU team's sphere of 
influence. Although the Market spawns no vehicies, 
it gives the RU team a foothold on the central city 
block, allowing them to stage attacks on the nearby 
Alleyway [B] and Square [A]. The flag here sits in 
the center of an abandoned marketplace. The stalls 
offer decent cover and concealment tor infantry 
attempting to capture or contest the flag. The 
Market sits on a raised platform, which prevents 
vehicles from entering. However, vehicles can 
provide fire support from the streets to the south 
and east. Heavy machine gun fire can tear through 
the light cover of the fruit stalls, so never assume 
you're safe. If it's held by the RU team, most 
attacks originate from the Alleyway (B) to the north. 
But if the US team manages to hold this control 
point, they can expect stiff resistance coming 
from the RU Base to the southeast. A couple of 
balconies on the north side of the Market are ideal 
for defending this location from above. However, 
attackers that manage to sneateih an^d take cover 


a distance, which requires a*more close-quarters 
approach to defense—use a shotgun! 
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Given the large number of players, this is a relatively compact map. So prepare to rub elbows with plenty of teammates and enemies. This 
is largely an infantry battle, but don't neglect the firepower offered by the few vehicles available. The machine gun turrets mounted on each 
vehicle have a zoom option so gunners can accurately engage targets at long range. This allows the vehicles to completely dominate the city 
streets — zones infantry should avoid completely or cross while at running at a full sprint. With five control points on the map, your team needs 
to hold at least three flags to initiate a drain on the opposing team's ticket count. When possible, avoid the meat grinder Alleyway [C] control 
point in the center of the map and try to control those on the perimeter of the map like the Junction [D] and Highway [E] control points. With 
some dedicated defenders, the Square [A] and Market [C] can be locked rather easily, too. But the tactical situation is always fluid on this map, 
so constantly monitor the control of the flags and look for opportunities 1tt cactj's those points left unguarded by the opposing team. 
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M1114 HMMWV 
1 

30 sec. 


LAV-25 
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60 sec. 
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M220 TOW Launcher 


30 sec. 



The US Base is located in the northwest corner 
of the map. This dead-end street Is more of 
a deployment area than a base, as it spawns 
only a HMMWV and an LAV-25. The lack of 
vehicles af this base should prepare you for 
what is mostly a infantry battle in this urban 
oenter. Early on US troops should make a push 
for the nearby Square [A] control point while 
the HMMWV and LAV-25 assault the Highway 
[E] and Junction [D] control points. While 
the adjacent streets are safe to cross at the 
beginning of a match, it’s best to deploy from 
one of the central control points later on. The 
streets offer long sight lines for enemy snipers, 
and they may be waiting for you to enter the 
intersection just east of the base. So unless 
there are vehicles available, avoid spawning 
at the US Base once a match gets underway. 
There is an alley just south of the deployment 
area that offers a relatively safe way to travel 
south on foot. This is a good way to make the 
approach to the Highway [E] control point. 
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GAZ-3937 Vodnik 
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30 sec. 
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9M133 Komet Launcher 


1 


30 sec. 



The RU team starts in the southeast corner 
of the map. Like the US Base, the RU Base 
only spawns a couple of vehicles. Both the 
Vodnik and BMP-2M should be used early 
□n to rush the Highway [E] and Junction 
[□] control points while RU infantry secure 
the nearby Market [C). The eastern street, 
running north and south, provides a clear 
sight line into the RU Base. So infantry 
spawning here should be prepared to take 
fire from long range while exiting the base. 
It's much safer to utilize the alleyway to 
the west of the base when attempting to 
reach the Market [C] or Highway [E] control 
points on toot. However, once a control 
point is held by the RU team, it's best to 
spawn away from the base. This will put 
you [and your squad) closer to the action 
while keeping you safe from enemy snipers 
scanning for prey on the city streets. 
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Sitting at the dead center of the city block, the 
Alleyway [B] is the most contentious control point 
on the map, Flanked by the Square [A] to the north 
and the Market [C] to the south, expect heavy 
action here throughout the duration of the match. 
The Alleyway is too narrow for vehicles to enter, 
so this is a control point that must be completely 
captured or contested by infantry. The flag sits at 
the center of this narrow passage, which makes it 
a dangerous location for attackers and defenders 
alike. When attempting to capture or contest the 
flag, always seek cover in one of the stalls to the 
east or west. This allows you to stay within the 
flag's capture radius without exposing yourself to 
fire from the north or south ends of the Alleyway. 
These alcoves also come in handy when detending 
the control point because yeu can ambush 
attackers. With little cover, attackers must largely 
rely on smoke to conceal their advance on this 
position. Otherwise they're open to bath long- and 
close-range attacks. It's usually safer to secure 
both the Square [A] and Market [C] before closing 
in on this control point. 






The Square [A] is located only a few meters from the 
US Base and is the northernmost point In the central 
city block, As a result, the US team has a good chance 
of capturing this control point early on. However, the 
Square is closely linked to the other two control points in 
the center of the map, which gives the RU team a good 
chance of wresting it away from US control, especially 
if they hold the Alleyway [B] and Market [C] to the south. 
So if the US team holds this position, they should expect 
RU attackers to approach from the Alleyway [B] to the 
south. But if the RU team holds the Square, they can 
most likely expect attacks to originate from the US Base 
to the northeast. The Junction [0] control point is also 
another possible staging area for attacks. So constantly 
monitor the ever-changing battlefield situation and 
adjust your defensive tactics accordingly. The HMMWV 
spawned here is a huge defensive asset— use its 
machine gun turret to cut down enemy troops advancing 
along the northern street. The flag here is positioned 
in the center of a parking lot. Instead of taking cover 
near the explosive vehicles, consider hiding near one 
□t the yellow dumpsters while capturing or contesting 
the flag, If you're attacking this point from the west, the 
concrete wall on the western edge of the square can be 
destroyed and you can create new entry paints. 
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The Market [C] is the southernmost control point in the 
central city block, and that puts it within ttie RU team's 
sphere of influence. Capturing it gives the RU team a 
foothold in the map's center, allowing them to stage 
attacks on the neaity Alleyway [B] and Square [A]. The 
flag here sits In the center of an abandoned marketplace. 
The stalls offer decent cover and concealment for infantry 
attempting to capture or contest the flag. The Market 
sits on a raised platform, which prevents vehicles from 
entering. However, vehicles can provide fire support from 
the streets to the south and east. The Vodnik spawning 
here for the RU team is great for covering the nearby 
streets as well as pinning down attackers attempting to 
convert the flag. Heavy machine gun fire can tear through 
the light cover of the fruit stalls, so never assume you're 
safe, if held by the RU team, most attacks originate from 
the Alleyway [B] to the north or the Highway [E] control 
point to the west. But if the US team manages to hold 
this control point, they can expect stiff resistance coming 
from the RU Base to the southeast There are a couple of 
balconies on the north side of the Market that are ideal for 
defending this location from above, However, attackers 
that manage to sneak in and take cover among the fruit 
stands may be hard to spot from a distance, it requires a 
more close-quarters approach to defense— use a shotgun! 


Located in the northeast ccms' of “s = 

Junction [□] control point is soms.\~.s“ ;=o ="i 
from the heated action found in the centra c~. 
block. Don't forget about this control point. Locateo 
approximately equidistant from the bases, both 
teams have a good chance of taking this flag 
early on. Once captured, don't neglect to defend it 
Tucked in the northeast corner, it s relatively easy 
to lock down. The flag sits in a small courtyard 
exposed only to the street to the west and a 
covered alleyway to the south. Attacks advancing 
along the two nearby streets are easy to spot 
and counter, So if you're looking to sneak into this 
control point, take the alley to the south. The alley 
is covered and parallels the easternmost street, 
so you can avoid getting picked off by snipers 
searching the streets for easy targets. However, 
defenders can booby-trap this narrow passage with 
Claymores or C4, so watch your step! 
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This footbridge above the western road serves as 
the Highway [E] control point, The flag is located at 
the center of the footbridge but you don't have to 
be on the bridge to capture or contest if. Vehicles 
near the bridge or infantry below it can still capture 
the flag. However, the bridge itself offers the best 
cover. Stairways on the east and west sides of 
the bridge allow infantry to approach the flag pole, 
Remain prone while near the flag, using the steel 
plates beneath the handrail for cover. It you stand 
on the bridge you'll silhouette yourself, making 
you vulnerable to attack by snipers posted at 
either end of the street Given its relative close 
proximity to their base, the US team should try 
to maintain control of this point throughout the 
match. The control point serves as great staging 
area for launching raids against the Market [C] and 
Alleyway [B]. 
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-^s in the Conquest modes, this is primarily an infantry fight as the US conducts raid after raid on the RU team's M-COM stations. There are 
'cur zones on this map, beginning in the northeast corner and proceeding around the edge of the map in a clockwise fashion. The action 
i*arts in the Eastern Street, then transitions to the Market, Junction, and Square. While the streets provide the most obvious way to get 
s'ound, the map is filled with narrow alleyways that offer safe shortcuts for infantry to advance through. This mostly works in the US 
■eam's favor, allowing them to sneak up on objectives from various directions. However, this is one map where the shortest path from one 

area to the next is not always the safest path. So constantly experiment with different routes instead of grinding against areas that are well 
defended. 
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RU DEPLOYMENT 





M-CDM Station A sits on the east side of the street in a smal!, 
shaded courtyard. There are only two approaches to this objective: 
trom the street and from the narrow aliey to the north. This 
makes the location relatively easy for RU defenders to lock down, 
assuming they can reach the area before the attackers do. The 
street is best covered by recon and support troops positioned to 
the south. A squad of defenders posted near the M-CDM station 
can ambush enemy troops rushing through the alley. For the US 
team, it's vital to reach this objective before the defenders can lock 
it down. An early rush utilizing the alley is the best option. Set the 
charge while teammates pick off defenders sprinting up the street. 


This objective, M-CDM Station B, is slightly more secure, as it is 
located within a storeroom on the west side of the street. This 
storeroom can be entered from the street or from an alley to the 
west. Therefore defenders need to prepare for attacks coming from 
each direction. Covering the entry points is preferable to defending 
the room where the M-CDM station is located. The storeroom is 
relatively small and make defenders vulnerable to grenade attacks. 
The US team should utilize the western alley when attacking this 
objective, avoiding the high potential for carnage in the street 
However, always be prepared to battle defenders at close range. 
Always toss grenades into the room before entering, then rush the 
room, blasting any survivors prior to setting the charge. 
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The US team begins this fight with 
no vehicles. So it's purely up to 
infantry to secure the area around 
each M-CQM station and set the 
charges. The US deployment area 
is located in the northeastern 
corner of the map. a few meters 
north of the first set of objectives. 
The street directly to the south 
is iikely to be watched by RU 
defenders, so avoid the street 
entirely. There are side alleys on 
the east and west sides of the 
street that allow a more covert 
approach to each M-CDM station. 
Smoke Is also effective for limiting 
the RU team's line of sight. 
However, if the US team moves 
out quickly at the start of the 
round, they have a good chance 
of reaching the objectives before 
the RU defenders have a chance 
to establish a perimeter. After ail, 
there is a reason why this game 
mode is called Rush! 



RU DEPLOYMENT 



Like the US attackers, the RU team 
gets no vehicles during this first 
stage of the match. So instead of 
searching the deployment area 
for vehicles that don't exist, run 
[don't walk] toward the obiecfives 
to the north. The street is the most 
obvious avenue of attack and is 
likely to be used by the majortty cf 
US attackers, especially early in 
the match. Recon sharpshooters 
and support troops armed with 
light machine guns can effectively 
shut down the street, But the 
street isn’t the only approach that 
must be covered. Be sure to focus 
defensive efforts around each 
□bjective. Each M-CDM station can 
be attacked from alleys running 
parallel to the street, so make 
sure these narrow passages 
are covered as well. Speed is 
essential early on, so get into 
position before the attackers can 
set charges on the objectives. 



PRIMA Official Game Guide 
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RU DEPLOYMENT 
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This objective is located In a souk on the south side of the 
map. The M-CDM station is nestled amongst abandoned stalls 
near the souk's T-intersection. The main entrance to the souk is 
accessible from the southern street. How/ever, there are two side 
entrances located to the east and west. Defenders positioned at 
the western entrance can cover the M-CDM station as well as the 
eastern approach, a path commonly used by attackers. Since the 
defenders have plenty of fime fo set up ambushes here, the US 
attackers should use smoke to oonceal their entry while preparing 
for some close-quarters fiVefights around the objective. Defender 
counterattacks from the northern and western souk entrances are 
ail but guaranteed, so position your team accordingly. 


M-CDM Station B is on the northern aide of the Market, directly across the 
street from the souk. US attackers usually approach this objective from the 
adjacent alley to the north. If left undefended, this alleyway is by far the 
quickest path to the abiective. However, only a handful of defenders can 
effectively lock down this passage and pepper attackers with automatic fire 
and hand grenades. Attacks from the Market or nearby street are a possibility 
as well, particularly if the alleyway has been shut down. The Market offers 
plenty of cover and hiding spots that are ideal for both attackers and 
defenders. Due to the close quarters, neither side gets a distinct advantage 
here, s: ^ often comes down to the team with the most skilled players in 
~= -g'-n However, Itie balcony overlooking the Market to the north can be a 
"E"i . ::-.sr point and a great place to deploy a Radio Beacon. 
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Despite taking out both objectives 
in the previous zone, the US team 
sttli deploys in approximately 
the same area located in the 
northeastern corner of the map. 
This puts them a great distance 
from the next set of M-COM 
stations centered around the 
Market to the south. The US still 
has no vehicles, so prepare for 
another advance on foot. To avoid 
getting gunned down in the street, 
use the alleyways to the west and 
east while pressing toward the 
Market. Use the western alleys 
when attacking M-COM Station 
B and the eastern alleys when 
advancing on M-CDM Station A. 
However, be prepared tor dug-in 
defenders around each objective. 






In the second phase of this 
conflict, the RU team deploys near 
the southwestern intersection, 
by the Junction footbridge. This 
puts them within relatively close 
proximity to both objectives, 
particularly M-CDM Station B. The 
RU team still has no vehicles, so 
it's solely up to infantry to stop the 
latest wave of US attackers. Seme 
attacks are likely to come from 
the street to the east, so don’t 
forget to post sharpshooters here 
to counter this threat. But expect 
most attackers to utilize the alleys 
flanking the street. Post defenders 
in and around these alleyways 
and ambush the US team as they 
attempt to reach the objectives. 
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This objective is located in a small alcove on the east side the 
street. While the street offers the most direct access to this 
M-CDM station, it's not the only way to approach it. The corridor 
to the east connects to the street to the south as well as the 
central alley to the west. With so many possible approaches, 
the defenders are best served by keeping an eye on the M-CDM 
station itself. Defenders positioned to the west, on the opposite 
side of the street, have a relatively clear view of the objective 
and can fire through the gate to hit anyone tampering with the 
M'COM station. Booby traps like C4 and Claymores also work well 
here. The US team can benefit from their tank by having it clear 
out nearby defenders and provide security while infantry set the 
charge. If the tank isn't available, obscure the objective in smoke 
before attempting to set the charge. Also, consider planting a Radio 
Beacon in the alley to the west to maintain a nearby spawn point. 



M-CCM station B is directly across the street from the other 
objective, which makes it relatively easy for defenders posted on 
the nearby footbridge to keep an eye on both. This objective is 
relatively exposed so it is difficult for infantry from both teams to 
arm or disarm a charge without getting shot in the back. The US 
Ml Abrams can be used to partially shield the objective, thereby 
allowing friendly infantry to set a charge, if the UB team is 
successful in setting the charge, the RU team will have a difficult 
time reaching it from their distant deployment area. Therefore, the 
RU team should strongly consider placing Radio Beacons in the 
intersection to the south. This gives them a much better chance to 
respond to charges being set on either objective. Spawning in the 
southwest corner of the map is also likely to catch the attackers 
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Ml Abrams 
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60 sec. 



The US team finally gets a tank in this 
stage of the battle; it spawns in the 
eastern street, net far from fhe destroyed 
objectives of the first stage. As in the 
previous stage, the US team spawns 
far away from the next set of objectives 
to the west. Once again, this gives 
the defenders a chance to establish a 
perimeter around the two objectives to 
the southwest. US infantry should head 
directly west from the deployment area, 
cutting through the nearby aileys in an 
effort to reach the objectives. Meanwhile, 
the Ml Abrams can provide fire support 
from a distance. Position the Ml near 
the southwest intersection and use its 
weapons to suppress the defenders 
in the western street. Shutting down 
the street to enemy foot traffic goes a 
long way in hampering fhe RU team's 
defensive efforts around the objectives. 







© 

cM 

NAME 

9M133 Kornet Launcher 

Ql 

CD £ 

CUANTITY 

2 _ ^ 

Q < 

RESPAWN TIME 

30 sec. pi". \ 



The RU team deploys in the western 
street, by the Square, just north of the 
latest set of objectives. While the US 
team gains a tank in this stage, the 
RU team must do their best to counter 
this threat using two Kornet launchers 
and any anti-tank weapons deployed 
by the team's engineers. Attack the US 
tank aggressively and knock it out of 
commission as quickly as possible — 
mines are very effective. !f allowed 
to survive, the Ml Abrams can pose a 
serious threat to the RU team's defense 
of the M-CQM stations. Recon and 
support troops are very effective at 
suppressing US infantry advances along 
the street. However, position more troops 
in the alleys to the east to prevent the 
attackers from sneaking up on M-CUM 
Station A. 


PRIMA Official Game Guide 















This objective sits in a relatively isolated storefront on the west 
side of the street near the northwestern footbridge. Two entry 
points lead to this M-CQM station. The most common approach is 
from the street through the storefront's main entrance. There’s 
also a back entrance that connects to the alley running behind 
the store to the west. The alley approach is the safest option, 
especially if there's heavy fighting going on in the street. Once 
inside, the store is cramped, which means it's ideal for shotguns, 
PDWs, and grenades. The M-COM station itself sits in a corner of 
the store so it is tough to cover from the exterior. So defenders 
may want to find a hiding spot inside the store to cover the 
objective directly. Otherwise, both entry points must be covered, 
a task that may require a full squad, US attackers should expect 
to face stiff resistance inside the store— always begin entry by 
tossing in a few grenades. 


M-CDM Station B is beneath the eastern staircase of the footbridge 
near the Square. This objective is much more exposed than 
M-COM Station A, and therefore it requires a cautious approach by 
attackers. This is one instance where having the Ml Abrams nearby 
to suppress and distract defenders can make a big difference, 
Otherwise the attackers must rely on smoke and careful covering 
tactics to set a charge on the objective. When possible, attack 
from the Square to the east, eliminating defenders hiding among 
the nearby produce stalls before moving in on the objective. For 
the defenders, securing the street and central alley are the keys 
to locking down this position, in addition to covering the most likely 
avenues of attack, it's also important to keep defenders next to the 
M-COM station. There are plenty of sneaky hiding spots next to the 
zz that are ideal for ambushing the attackers when they are 
=■ r ree "c nTermediate range. 
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In the final stage, the US deployment 
area finally moves up a significant 
distance to the Market. However, it's 
still far from the new objectives located 
near the Square in the northwest corner 
□f the map. The US team maintains 
their Ml Abrams, an asset essential for 
dominating the western street. While 
the Ml must stick to the streets to 
reach the objectives, infantry can snake 
through the nearby alleys to attack the 
objectives from the east. Although the 
RU defenders still lack vehicles, US 
infantry should still avoid the city streets 
to avoid falling victim to sniper fire. 
Advance through the alley to the north 
of the Market and establish a foothold in 
the Square, deploying Radio Beacons to 
keep you team close to the action. 
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Stili lacking vehicle support, the RU 
defenders must make their stand near 
the Square and prevent the US from 
destroying the final two objectives. During 
this stage, the RU team deploys near the 
large hotel north of the Square. From here 
the defenders can easily branch out and 
establish perimeters around the two M-COM 
stations to the south. Of the two objectives, 
focus early efforts on covering M-COM 
Station B located near the footbridge just 
west of the Square. The US team is likely to 
attack this objective first, as it's closest to 
their deployment area and can be reached 
quickly through the central alleyway. As Jn 
the last stage, deny the attackers their tank 
as quickly as possible by slamming it with 
the Kornet Launchers and engineer anti-tank 
weaponry. Knocking out the US tank evens 
the playing field, making it much easier fo 
hold out here. 
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Prepare for some Intense close-quarters firefights in this compact Rush battle set around the Market. Both objectives are located in small, 
cramped interiors, so choose your weapons accordingly. Shotguns, carbines, POWs, and grenades are all very effective in this fight, The RU 
team starts out defending an objective in the Market before being pushed back to the second objective located in a small storeroom across 
the street While there's plenty of hiding spots ideal for ambushing opponents, don't stay put in one location too long unless you want to 
donate your dog tags. 



Early on, it's a foot race to reach this objective 
located In the small building on the southwest 
corner of the Market The US team spawns at a 
deployment area to the northeast while the RU 
team spawns near the souk, across the street to 
the south. While the US team is most likely going to 
approach from the north, the RU defenders should 
prepare for anything. The building can be entered 
from the northern doorway or the wide opening 
on the south side that faces the sfreef. However, 
attackers can make their own entry points by 
blasting holes in the concrete walls surrounding 
the objective. For this reason, the defenders 
shouldn't guard the objective from within, instead, 
it's best to scatter around the Market, using the 
various stalls for cover and concealment Both 
teams should expect close-quarters fighting, so 
consider bringing along a shotgun or PDW. 
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ZONE 2: SOUK 


In Team Deathmatch the combat zone is limited to the southeast 
corner around the Market. This Is a very small area even if played 
with only a dozen players. Instead of constantly running around 
the map and getting killed, work out a plan with your team to hold 
a specific area. The area around the Market is an idea! defensive 
position, assuming your team has enough players to lock it down. 
Camp the alleys to the north and utilize the balconies on the north 
side of the Market to fire down on opponents in the street to the 
south. When possible, avoid the street to the east, as it's a natural 
kill zone for recon troops camped on the north or south ends. If 
snipers become a problem here, flank them from the alleys to the 
west and steal their dog tags. But always keep close tabs on your 
squad and teammates. Otherwise this battle quickly becomes a 
chaotic deathmatch with no real sense of teamwork. 
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The last objective is locafed in a storeroom east 
of the souk. After the destruction of the previous 
M-COM station, the RU defenders are given a few 
seconds to establish a defensive perimeter here 
before the US team can attack. The storeroorti is 
easily accessed from the alley to the west pf the * 
objective. But it can also be approacheci from the 
street to the east. Most US attacks come down the 
elleyway to the west, as it's the most direct route 
from their deployment area in the Market. This 
makes defending the alley extremely important. 

Still, it’s a good idea to post at least one defender 
[or a Claymore] near the easterh'entrapce. When 
playing as the US, make an effort to always ■ 
enter from the east side, as it’s less likely to be 
defended. Distractions may be necessary to catch 
the defenders off guard. So consider having a 
couple of squad mates feint an attack from the 
west while the rest of the squad sneaks in from 
the east to set the charge on fhe M^GDM station. 
However, whenever attacking from tfiiteast, 
beware of defenders spawning at the end of the 
street to the south — ^do n't let them see you. 


In Grand Bazaar's Squad Deathmatch, the entire map is open, 
which makes for a chaotic and epic urban battle with no sense of 
a front line. The streets flanking the central city block are often 
patrolled by the IFV, spawned at one of four locations near the 
intersections. If you want to avoid confronting the IFV, stick to the 
alleys in the middle of the map or on the perimeter. Unless you're 
packing long-range and anti-tank weapons, the streets are a good 
place to avoid at all times. But the cramped alleyways cutting 
through the central city block aren't much safer. Equip close- 
range weapons like shotguns and PDWs to gain the upper hand in 
firefights here. Also, never wander too far from your squad. Given 
the tight confines and twisting pathways, its easy to get separated. 
So keep an eye on the HUD's green squad icons as well as the 
minimap to keep up with your squad mates. This is definitely a map 
.'.'here you'll want friends around to watch your back. 
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Kharg Island is Iran's biggest oil export terminal. If the US can stake 
control over this island, it will deny the Russians critical access 
to Iranian oil reserves. A Marine Expeditionary Force is on the way 
to the island as part of a ma[or push by US Forces to secure locai 
resources for operations in the region. 


Reports also refer to recent shipments of arms and equipment 
to the Kharg harbor. A preemptive assault has been initiated to 
stop the Russians from further mobilizing the weaponry. Locking 
down the harbor is the overall goal of the mission, but establishing 
a beachhead will be the primary objective if the operation is to 
succeed. 
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lx tSrowler ITV 


lx AH-1Z Viper 
1x F/A-18E Super Hornet 
2x RHIB 

lx Centurion C-RAM 


All modes of 
transportation are 
represented in this 
battle: Air, land, 
and sea vehicles 
are provided for 
both teams. While 
vehicles play in 
significant role 
in this fight, it's 
important not to 
lose sight of the 
victory conditions. 
There are four 
control paints on 
this map; your 
team needs to hold 
at least three to 
begin draining the 
opposing team's 
ticket count, While 
any three control 
points will work, 
it's best to hold the 
three flags closest 
to your base. For 
instance, the US 
team should hold 
the Gas Station 
[A], Offices [B], and 
Construction Site 
[C]. Meanwhile the 
RU team should 
forces on the Doclcs 
(□], Construction 
Site [C], and 
Offices [B]. This is 
a very large map 
so if's important 
not to spread your 
forces too thin. The 
division of labor 
works best when 
assigning each 
squad a specific 
control point to 
attack and defend 
throughout the 
match. This allows 
squads to remain 
focused on one area 
[preferably with 
the use of Radio 
Beacons] instead of 
constantly racing all 
over the map. 
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Brawler ITV 


Ml Abrams 


F/A-18E Super Hornet 


RHIB 


Centurion C-RW 


10 sec. 


20 sec. 



40 sec, 


to sec. 



The US Base is spread across two 
locations, so be careful where you 
choose to spawn. All of the ground 
vehicles spawn on the beach, which is 
located on the southern shoreline of the 
island. The UG team also gets an RHIB 
at the beach and it allows for sneaky 
ocean attacks on the coastal control 
points to the north. All the air assets, 
an RHIB and the Centurion C-RAM, 
spawn on the aircraft carrier south of 
the beach, if you want to fly, spawn 
directly into the Super Hornet or Viper, 
Otherwise, you'll appear belowdecks 
and have to take the second RHIB to 
shore. At the start of a round, make a 
quick move to capture the Gas Station 
[A] with the ground vehicles. Pilots may 
want to ditch their aircraft to capture 
the Offices [B] or Construction Site [C], 
too. Capturing three control points early 
on can pay off in the long run. 
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Like the US Base, there are two 
different spawn locations for the RU 
team. The bulk of their ground vehicles 
[and one RHIB] are located on a dock 
□n the northeastern coast of the island. 
Even irffantry spawning here will have 
no problem reaching the nearby Docks 
[□] control point. The RU team's air 
assets [and one VOV Buggy) spawn 
along the main coastal highway to 
the northeast. Spawn directly into the 
Havoc or Flanker-E for guaranteed 
access. If you don't get in the chopper 
or iet, you can always take the VOV 
Buggy to the front lines, The RU team 
is well-posftioned to take at least three 
control points early on. But speed 
is essential, so communicate with 
teammates to ensure that the vehicles 
are utilized to their full potential to reach 
the Docks [0], Construction Site [C] and 
Offices [B] control points early on. 
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Growler IW [1] 


Located only a few hundred meters north of the 
US Base, the Gas Station [A] is likely to stay 
under US control for the duration of the match. 
While the control point supplies the US only an 
elRtra Growler ITV, simply having a spawn point 
within striking distance of the nearby Offices [B] 
and Construction Site [C] is well worth the effort 
it takes to hold on to this flag. However, all the 
explosive gas pumps, foe! tanks, and vehicles 
make it a relatively dangerous place to loiter. When 
capturing or contesting the flag, always seek cover 
in the concrete building just east of the flagpole. 
This will keep you relatively safe from strafing 
runs by enemy aircraft as well as any secondary 
explosions. While the road to the west is the most 
obvious route fo this control point, it can also be 
accessed from the sea to the east. Use a RHIB to 
sneak in from the coast and establish a foothold on 
the east side of the Gas Station. 




Although the □ffices [B] spawn no vehicles tor 
either team, they are, as a central control point, 
likely to see plenty of action throughout the course 
of the battle. Given its location near the center of 
the map, this control point is really up for grabs at 
the start of a round. Both teams should consider 
rushing this location early on with their fastest 
vehicles. Capturing it first may mean ditching a 
jet or chopper. The flag sits out in the open, not 
far from the road to the west. While capturing or 
contesting this point, scatter around the flag's 
capture radius, preferably taking cover in the 
nearby buildings. Like the Gas station [A], this 
control point sits on the coast, which makes it a 
good candidate for amphibious assaults. The road 
access also makes it easy to capture in any ground 
vehicle, Defenders here have a relatively easy time 
watching the flag from a distance. The partially 
constructed three-story buildings across the street 
to the west offer excellent views of the flag. But 
defenders posted here might not be able to spot 
infantry hiding in the nearby buildings. Sc regular 
sweeps of the buildings are necessary to prevent 
covert captures. Or simply level the buildings and 
surrounding concrete walls to deny attackers any 
hiding spot within the flag's capture radius. 




RU CONTROL RESPAWN TIME 
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Like the Offices [B], fhe Construcfion Site [C] is 
another central control point that's likely to see 
heavy action. If captured and properly defended, 
this flag can be a tough one to wrestle away from 
a determined team. Surrounded by tall buildings 
and other structures, defenders here have an 
easy time watching the flag from a distance. 
Therefore, always approach this flag with caution 
and be ready to take cover. Tanks have a relatively 
easy time rushing the flag's capture radius and 
converting the flag. However, tanks [and any other 
vehicles] should be prepared for the presence of 
mines and C4 placed near the flagpole. Defenders 
determined to hold on to this position should place 
a Radio Beacon in or near the large warehouse 
to the west. Therefore, even if fhe opposing team 
converts the flag, your squad will still have a 
spawn point at the Construction Site, which allows 
for a quick counteroffensive. The Construction Site 
spawns no vehicles for either team. Bo be sure to 
reinforce it with ground assets brought up from 
your team's base. This is often a front line control 
point, so the more firepower you can bring here, 
the more likely your team is to hold this flag. 
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VDV Buggy [1] 


The Docks [□] are a short distance from the R j 
Base, which gives the RU team the best chance 
of capturing this control point and holding it for 
the duration of the match. The Docks spawn one 
VDV Buggy tor the RU team; it's ideal for launching 
high-speed raids on the nearby Construction 
Site [C] and Offices [B] control points. The flag is 
located on the west side of a large warehouse. 
Vehicles parked near the flag or infantry hiding in 
the warehouse can capture or contest this point. 
So instead of simply watching the flag from one 
angle, defenders must rely on regular patrols 
to counter potential sneak attacks, One popular 
avenue of attack is from the ocean to the east. 
Attackers can dock RHIBs near one of the ladders 
to the north or east and rush into the warehouse 
to covertly convert the flag. Defenders posted 
□n the warehouse roof have a good view of the 
surrounding 


W'X 




spot attacks coming 
from the sea. However, the large collection of 
shipping containers to the west offers plenty 
of hiding spots. This is a good place tor both 
attackers and defenders to place Radio Beacons, 
which help guarantee a spawn point at this location 
regardless of which team holds the flag. 


RU CONTROL REBPAWN TIME 
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CONQUEST B4 


lx Growler ITV 


lx Growler ITV 


With 64 players 
and over a dozen 
vehicles on the 
map at any given 
time, this battle is 
downright chaotic. 

Bo do your best to 
stay focused on the 
big picture as tanks 
rumble across the 
landscape and jets 
streak overhead. 
There are five control 
points on this map. 
Your team must hold 
at least three flags 
to begin bleeding 
the opposing team's 
ticket count. The 
action here is 
extremely fluid and 
requires careful team 
coordination. The 
best way to go about 
this is by assigning 
each squad a single 
control point to 
attack and defend 
throughout the 
duration of the 
match. This helps 
ensure that captured 
control points are 
defended at ail times. 
So before the match 
starts, call out which 
control point your 
squad will cover to 
help guarantee that 
each squad covers 
a different flag. The 
central control points 
like the Offices [C] 
and Construction 
Site [D] may require 
the full-time attention 
of two squads each. 
In a full B4-player 
match, you have 
the manpower to 
defend each control 
point with at least 
one squad, so don't 
let the enemy score 
easy captures. Rid 
your team of the bad 
habits and defend 
each control point. 
maintain a constant 
presence at their 
assigned control 
point, squads shouic 
deploy a Radio 
Beacon nearby so 
they have a spawn 
point whether they 
hold the flag or not. 
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RES PAWN TIME 



Growler TV 
2 


ID sec. 


Ml Abrams 
2 

20 sec. 


LAV-AO I - 


GO sec. j 




The US Base is spread across two locations, so 
be careful where you choose to spawn. All of the 
ground vehicles spawn on the beach, which is on 
the southern shoreline of the island. The US team 
also gets an RHIB at the beach; it can make sneaky 
ocean attacks on the coastal control points to the 
north. All the air assets, a RHIB, and the Centurion 
C-RAM spawn on the aircraft carrier south of the 
beach. If you want to fly, spawn directly into the 
Super Hornets, Viper, or Little Bird, Otherwise you'il 
appear belowdecks and have to take the second 
RHIB to shore. At the start of a round, make a quick 
move to capture the Gas Station [A] and Army 
□utpest [B] with the ground vehicles. Pilots may 
want to ditch their aircraft to capture the Offices 
[0] or Construcfion Site [□}, too. Capturing four 
control points early on can pay off in the long run. 
However, getting teammates to the map's center 
takes communication and coordination, so don't 
leave the base in an empty vehicle — always offer 
squad and teammates a ride. Otherwise, it’s a very 
long hike to the nearest control point. 


RU BASE 





NAME 
gUANTITY 
RE SPAWN TIME 


10 sec. 


20 SBC. 


40 sec. 


90 sec, 


T-90A 


9K22 Tungiskatt 




Mi-28 Havoc 


VDV Buggy 





Like the US Base, there are two different spawn 
locations for the RU team. The bulk of their ground 
vehicles [and one RHIB] are located on a dock on 
the northeastern coast of the island, Even infantry 
spawning here will have no problem reaching the 
nearby Docks [E] control point. The RU team’s air 
assets [and one VDV Buggy] spawn along the main 
coastal highway to the northeast. Spawn directly 
into the helicopters or jets for guaranteed access. If 
you don't get in the choppers or jets, you can always 
take the VOV Buggy to the front lines. The RU team 
is well positioned to take at least three control points 
early on. But speed is essential, so communicate with 
teammates to ensure that the vehicles are utilized to 
their full potential to reach the Docks [E], Construction 
Site [D] and □ffices [C] control points early on. Work 
together to capture and secure these points early to 
initiate a drain on the US team's ticket count. From 
that point, the RU team can go on defense. But very 
few vehicles are produced by the control points so 
don't forget to move ground vehicles forward to aid 
the defensive efforts around each control point. 
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Growler ITV [1] 


Located only a few hundred meters north of the 
US Base, the Gas Station [A] Is likely to stay under 
US control for the duration of the match. While the 
control point supplies the US with only an extra 
•Growler ITV, simply having a spawn point within 
striking distance of the nearby Army Outpost [B] 
and Offices [C] is well worth the effort it takes to 
hold this flag. Otherwise, US troops spawning back 
at the U5 Base have a long journey ahead of them. 
However, all the explosive gas pumps, fuel tanks, 
and vehicles make IT a relatively dangerous place 
to loiter. When capturing or contesting the flag, 
always seek cover in the concrete building just 
east of the flagpole. This will keep you relatively 
safe from strafing runs by enemy aircraft as well 
as any secondary explosions. While the read to 
the west is the most obvious route to this control 
point, it can also be accessed from the sea to the 
east. Use a RHIB to sneak in from the coast and 
establish a foothold on the east side of the Gas 
Station. 


pontiff 


Growler ITV [1] 


VDV Buggy [1] 


As the most inland control point, it's easy to forget 
about the Army Outpost (B) in the hills to the west. 
Despite it's relatively remote location, this control 
point is just as crucial as any other on the map 
because if provides a spawn point as well as a 
Growler ITV for the US team and a VDV Buggy for 
the RU team. This semi-fortified outpost is easily 
accessed via the two dirt roads branching off the 
main highway. The flag is located right next to the 
dirt road, making it easy for vehicles fo capture. But 
take a more cautious approach if the flag is held 
by the opposing team. The surrounding buildings, 
guard towers, and elevated rocks to the west 
provide excellent overwatch positions, allowing 
defenders to covertly pick-off attackers from long 
range. There Isn't much cover near the flagpole, 
so utilize smoke to conceal your position while 
attempting to convert the flag. Dnce held, the Army 
Outpost serves as a great staging area for attacks 
an the central contra! points like the Construction 
Site [D] Offces [C). 




RU CONTROL 


RESPAWN TIME 




RU CONTROL RESPAWN TIME 
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Although the Offices spawn no vehicles for either 
team, as a central control point it's likely to see 
plenty of action throughout the battle, Given its 
location near the center of the map, this control 
point is really up for grabs at the start of a round. 
Both teams should consider rushing this location 
early on with their fastest vehicles. Capturing it 
first may mean ditching a jet or chopper. The flag 
sits out in the open, not far from the road to the 
west While capturing or contesting this point, 
scatter around the flag's capture radius, preferably 
faking cover in the nearby buildings. Like the Gas 
Station (Aj, this control point sits on the coast, so 
it is good candidate for amphibious assaults. The 
road access also makes it easy to capture in any 
ground vehicle. Defenders here have a relatively 
easy time watching the flag from a distance. The 
partially constructed three-story buildings across 
the street to the west offer excellent views of the 
flag. But defenders posted here might not be able 
to spot infantry hiding in the nearby buildings. So 
regular sweeps of the buildings are necessary 
to prevent covert captures. Gr simply level the 
buildings end surrounding concrete wails to deny 
attackers a hiding spot within the flag's capture 
radius. If playing a match with a full complement 
of B4 players, don't leave this flag undefended. 
Defending here Is a full-time job that never gets 
dull, especially when playing on a full server. 






f 










Like the Offices [C], the Construction Site [D] is 
another central control point likely to see heavy 
action. If captured and properly defended, this 
flag can be a tough one to wrestle away from a 
determined team. Because it is surrounded by tall 
buildings and other structures, defenders here have 
an easy time watching the flag from a distance. 
Therefore, always approach this flag with caution 
and be ready to take cover. Tanks have a relatively 
easy time rushing the flag's capture radius and 
converting the flag. However, tanks [and any other 
vehicles] should be prepared for the presence of 
mines and C4 placed near the flagpole. Defenders 
determined to hold on'to this position should place a 
Radio Beacon in or near the large warehouse to the 
west. Therefore, even if the opposing team converts 
the flag, your squad will still have a spawn point 
at the Construction Bite, which allows for a quick 
counteroffensive. The Construction Site spawns 
no vehicles for either team so be sure to reinforce 
it with ground assets brought up from your team's 
base. This is often a frontline control point, so the 
more firepower you can bring here, the more likely 
your team is to hold this flag. Constantiy monitor the 
ever-changing tactical situation. Be ready to defend 
attacks coming from the nearby Offices [C] to the 
west, the Docks [E] to the north, and the Army 
Outpost [B] to the south. In a large match, it may 
take two squads to adequately lock down this flag. 
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RU CONTROL 

RESPAWN TIME 


VDV Buggy [1] 

10 sec. 


The Docks [E] are a short distance from the RU 
Base, which gives the RU team the best chance of 
capturing this control point and holding it for the 
duration of the match. The Docks spawn one VDV 
Buggy for the RU team and it is ideal for launching 
high-speed raids on the nearby Construction Site [□] 
and Offices [C] control points. The flag is located on 
the west side of a large warehouse. Vehicles parked 
near the flag or infantry hiding In the warehouse cen 
capture or contest this point. So instead of simply 
watching the flag from one angle, defenders must 
rely on regular patrols to counter potential sneak 
attacks coming from the warehouse. One popular 
avenue of attack is from the ocean to the east. 
Attackers can dock RHiBs near one of the ladders 
to the north or east and infiltrate the warehouse to 
covertly convert the flag, Defenders posted on the 
warehouse roof have a good view of the surrounding 
area and can spot attacks coming from the sea — but 
always stay prone to avoid silhouetting yourself. The 
large collection of shipping containers to the west 
offers plenty of hiding spots. This is a good place 
for both attackers and defenders to place Radio 
Beacons, which help guarantee a spawn point at this 
location regardless of which team holds the flag, 
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US DEPLOYMENT 


RU DEPLOYMENT 


Like the Conquest 
maps, this Rush 
map also features 
a wide assortment 
of vehicles that give 
the US attackers 
the chance to 
advance by ground, 
air, or sea. At the 
start, the US must 
push their way 
ashore by staging 
an amphibious 
assault on the 
island’s southern 
beach. From there, 
it's a steady push 
through the Gas 
Station, Cffices, and 
Docks. Thraughout 
the battle, the RU 
defenders are 
short-handed on 
the vehicle front. 
This requires expert 
deployment of the 
te w resources 
available as well as 
a heavy reliance on 
engineers to deal 
with the onslaught 
of US vehicles. An 
RU team comprised 
largely of engineers 
[and support troops 
to resupply them] 
will have the beat 
chance of halting 
the US advance. 
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M-CDM station A is completely exposed and flanked by two missile 
batteries on the northwest edge of the beach — ^the missile batteries 
don't function. With no cover around the objective itself, defenders 
are best served by covering this position from a distance, using the 
nearby rocks for cover and concealment. Planting mines and C4 
around the objective isn't a bad idea either. The attackers must use 
the support of vehicles to get close enough to plant a charge on 
this M-COM station. Otherwise, obscuring the objective in smoke is 
the next best option. The LAV-25s are great for suppressing nearby 
infantry, providing enough of a distraction for one brave attacker to 
plant a charge on the objective. Once a charge is placed, attackers 
should form a defensive perimeter around the objective while 
continuing to use the vehicles to suppress defenders attempting to 
disarm the charge. 



This objective is located within the mobile communications trailer 
on the northeast side of the beach. The trailer can be entered 
from the north and south. But instead of defending the objective 
from within the cramped space, it’s best for the RU team to cover 
the two entry points. Hiding inside only makes you vulnerable to 
grenades tossed in through the doorways. Still, booby-rapping the 
interior with C4 and Claymores can be very effective. Like M-CDM 
Station A, the US team Is best served by using their LAV-2E= ~ 
secure the area around the communications trailer before se~c 
infantry inside to plant the charge. Once again, covering the two 
entry points is key to preventing the defenders from disarming the 
charge, so make sure both doorways are covered, especially the 
northern one nearest the RU deployment area. 


primagames.com 


150 





•> [MULTIPLAYER] 


// MAPS // Khars Isiand 



NAME 
pUANTtTY 
RESPAWN TIME 


Ui\V-25 


BO SBC. 


SO sec. 


A-10 Thunderbolt 


Centurion C-RAM 


40 sec. 


30 sec. 


SO sec. 


Ah-IZ \/iper 


AAV-7A1 AMTRAC 



The US team starts on the aircraft carrier 
southwest of the beach. There are plenty of 
vehicles available with which US troops can make 
an amphibious landing and establish a beachhead. 
The two RHIBs are the fastest of way to get 
troops onto the beach, but they also offer the least 
protection. So use these only early In the round 
before the RU defenders have a chance to reach 
the beach, The LAV-25S and AMTRAC are slower, 
but they offer much more protection. Regardless of 
how they get ashore, the US team should promptly 
deploy Radio Beacons in isolated, well-covered 
areas of the beach. The AMTRAC also serves as a 
mobile spawn point, so consider parking it on the 
beach in an area where it can't be easily spotted 
by the enemy, This lets teammates spawn directly 
on the beach instead of on the aircraft carrier. Air 
power is critical for securing a beachhead so get 
the Viper and A-10 up in the air as soon as possible 
to perform strafing runs on the defenders. The 
aircraft are also essential for countering the RU 
team's SU-25TM during the amphibious landing, 


RU DEPLOYMENT 
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NAME 
gUANTITY 
RESPAWN TIME 


T-90A 


1 


120 sec. 


SU-2GTM Frogfeot 


1 


40 sec. 


J 



Given the flood of US vehicles coming ashore, the RU 
team has a tough fight ahead of them at the beach. 
Engineers are critical in tending off the waves of vehicles 
pushing ashore as well as shooting down the US 
aircraft — anti-tank weapons and the SA-1S IGLA anti-air 
missile launcher are essential. A good SLI-25TM pilot can 
make all the difference, so don't spawn In the jet unless 
you're up to the task and have the necessary unlocks to 
shoot down aircraft or deploy devastating air-to-ground 
munitions. The RU team has only one tank, so it must 
be kept healthy by a team of dedicated engineers while 
accurately targeting the incoming LAV-25s and AMTRAC. 
The tank's Guided Shell weapon unlock, when used in 
conjuncticn with a recon soldier's SOFLAM laser target 
designator, can be a game changer, allowing for pinpoint 
accuracy even if the T-90A does not have line of sight 
So use recon troops to lase targets while the T-90A holds 
back and fires from a safe location. Meanwhile, infantry 
should perform routine patrols of the beach, killing any 
hiding enemies while destroying UB Radio Beacons. The 
longer you can keep the US team spawning on their 
carrier, the better your chances of holding out here. 
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ZONE 2: GAS STATION 


RU DEPLOYMENT 


X S11-25TM Frogfoot 
X 9M133 Karnet -Launch 


2x M1114 HMMWV 
2x Ml Abrams 
lx AAV-7A1 AMTRAC 
lx AH-12 Viper 
lx A-1D Thunderbolt 
2x RHIB 

lx Centurion C-RAM 



This objective is located in a unique position, flanked by the two 
pipelines on the south side of the Gas Station. The area between 
the pipelines forms a narrow trench that makes it relatively easy for 
attackers to sneak up on the M-COM station without being spotted. 
Therefore, defenders need to find elevated positions around the 
objective so they can see down into this trench and counter sneaky 
advances by the US team. Booby-trapping the area around the 
objective with C4 or Claymores is a very effective defensive tactic. 
Avoid defending from within the trench area as it leaves you open 
to attacks from above. Although it's possible to sneak up an this 
objective, attackers should still rely on their vehicles to provide fire 
support before attempting to set a charge on the abjective. 



M-COM station B is on the east side of the 's concrete building at 
the Gas Station, partially concealed by some shipping containers 
and metal crates. While the concrete building can be completely 
demolished, the shipping containers and crates can't be destroyed. 
This limits the sight iines to the objective, requiring both attackers 
and defenders to get up-clcse to the M-COM station to cover it. 

Both teams can seek cover in the nearby building [while it's still 
standing] and cover the objective from the windows. Attacks can 
come from any direction, so the defenders may wish to plant 
3 T-UGS motion sensor near the objective to monitor enemy 
— evement around it This can serve as an early warning so 
iE*=“i=rs can respond before a charge is set. 
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M1114 HMMVA/ 

Ml Abrams 

AAV-7A1 AMTfiAC 

AH-1Z Viper 

A-10 Thunderbolt 

RHIB 

Centurion C-RAM 

2 I 

2 

1 

I 1 I 

1 

2 

1 

40 sec. 1 

25 sec. 

60 sec. 

90 sec. 

40 sec. 

30 sec. 






Shortly after the first two M-COM 
stations are destroyed, two large 
hovercraft arrive on the beach loaded 
with a fresh batch of ground vehicles, 
including two Ml Abrams tanks and a 
couple of HMMWVs. The US team also 
retains the AMTRAC, AH-1Z, A-IO, and 
two RHIBs, which are spawned back at 
the carrier. Before racing for the Gas 
Station to the north, make sure you 
don’t leave any teammates stranded 
on the beach or carrier. It's important to 
consolidate your forces and coordinate 
a simultaneous attack on the objectives 
at the Gas Station in an attempt to 
overwhelm the defenders. This time 
the defenders have two T3DA tanks, so 
failing to coordinate attacks can lead 
to disaster. Use the aircraft to distract 
and suppress enemy ground units 
while your vehicles roll in to assault the 
objectives. 
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The RU team deploys on the hili just north of 
the Gas Station. This gives them adequate 
time to move into position and establish a 
perimeter around the objectives before the 
US team arrives. The two T-90A tanks are 
crucial to defending this location, so don't 
let them get destroyed, it takes a whopping 
three minutes for each tank to respawn, so 
do your best to keep each tank healthy by 
surrounding it with a team of engineers. The 
tanks are crucial for countering the two Ml 
Abrams. Position the T-9QAs so they can 
support each other while covering the main 
road to the south. The SU-25TM also plays a 
big role in stopping the US assault. While it's 
a useful ground attack asset, the SU-25TM 
is best deployed here as a fighter. So load it 
out with heat-seeking missiles and use them 
to shoot down the US team's AH-1Z and A-1D. 
Engineers can support the SU-25TM by firing 
their own IGbA missiles at enemy aircraft. 
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This is one of the most defensible M-CDM stations on the map, and 
the RU team has a strong chance of holding off the US attack here. 
Located on the second floor of a partially constructed building, this 
objective can be accessed only by infantry climbing staircases on 
the structure's northern and southern sides. Barring parachute 
assaults from above, the defenders can effectively block access 
to the objective by covering these staircases, While the concrete 
exterior walls of the building can be destroyed, the building itself 
will not collapse, even under the most intense bombardment. So 
it's up to the attackers to infiltrate the second floor and plant a 
charge. Both teams can benefit from Radio Beacons placed on the 
rooftop or third floor of the building to guarantee a nearby spawn 
point. Although it's farther from their deployment area, the US team 
should attack this M-COM station first to prevent the entire RU 
team from rallying around this location. 


M-CUM Gtation B is located along the west side of a building near 
the coast. The building is surrounded by a low concrete wall with 
entrances to the east and west. However, attackers shouldn't 
bother entering through these choke points. Instead, breach 
the exterior wall with explosives of any kind to make your own 
entrance. Meanwhile, defenders should cover the objective directly 
by hiding in the nearby building and firing at attackers through the 
west-facing windows. However, defenders should also prepare for 
the possibility of attackers arriving in RHIBs and attacking from 
the sea to the east. With some many potential directions of attack, 
a T-UGS motion sensor comes in handy for monitoring enemy 
movement around the obiective. 
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lx M1114 HMMWV 
lx Ml Abrams 
1x AAV-7A1 AMTRAC 
lx AH-1Z Viper 
lx A-1D Thunderbolt 
2x RHIB 

lx Centurion C-RAM 
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NAME 
QUANTITY 
RESPAWN TIME 


M 4 HMMWV 


3D sec. 


Ml Abrams 


12D sec. 


AH-1Z Viper 
1 


Centurion C-RAM 


BD sec. 


90 sec. 


40 sec. 


AAV-7A1 AMTRAC 





In this stage of the battle, the 
US team deploys near the Gas 
Station. Although the US maintains 
a large number of vehicles, they 
are spread out between this 
location and the aircraft carrier. So 
don't forget about the AH-1Z, A-10, 
AMTRAC, and RHlBs baok at the 
carrier. The AMTRAC is slow but 
serves as a mobile spawn point. 
Consider parking it in an isolated 
area to the north to provide 
teammates a forward spawn point 
near the Cffices. The RHIBs offer 
a quick way to flank the defenders 
from the sea and avoiding the 
carnage along the highway. With 
fewer tanks at your disposal, the 
aircraft must play a bigger role 
in the ground attack, constantly 
strafing the RU team's positions to 
the north. 




NAME 
QUANTITY 
RESPAWN TIME 



T-90A 

1 

180 sec. 



SU-2STM Frogfoot 


40 sec. 




lip 

h 

9M133 Kornet Launcher 

4 

30 sec. 



Having been pushed back to the 
Offices, the RU team now deploys 
near the coastal road north of the 
new objectives. The RU team only 
has one tank this time, so make 
the most of it, Consider using 
the Guided Shell weapon to lock 
□n to distant targets spotted by 
friendly recon troops using the 
BDFLAM. You can deploy the tank's 
main cannon without exposing 
the tank to frontline combat. The 
Kornet launchers can also make 
an impact on the US advance, so 
look for opportunities to fire these 
powerful manually guided missiles 
at incoming ground vehicles. 
However, the US aircraft still pose 
a significant threat, so be prepared 
to counter them with the SU-25TM 
as well as shoulder-fired 1GLA 
missiles carried by engineers. 
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Located on the second floor of the warehouse, this M-CDM station 
is tough to reach if it is well defended. The upper-floor platform on 
which the objective sits is accessible via the surrounding catwalk 
system. This upper level can be reached by three staircases 
inside the warehouse. The staircases are pure choke points and 
the RU defenders should take advantage of them, The interior of 
the warehouse is rather dark, making Tactical Lights and Laser 
Sights very effective for both teams. When attacking, expect stiff 
resistance inside the warehouse. Instead of entering through one 
of the existing doorways, blow a hole in one of the exterior walls 
to make your own entrance, then rush the objective before the 
defenders realise what's happening. 


This M-COM station is barricaded in a eastern office on the ground 
floor of the warehouse, For the attackers, reaching this objective 
can be deadly unless you think outside the box. The wall directly 
behind the M-CDM station can be destroyed, allowing for easy 
access from the warehouse's western exterior. So simply blow 
a hole in the wall with a rocket or grenade launcher, hop inside 
the office and plant the charge. Defenders must prepare for such 
unorthodox attacks by defending the western exterior of the 
warehouse. But not all attackers think alike, so defenders must 
also cover the interior approach. Since both objectives are in the 
same building, defenders posted inside the warehouse should be 
prepared to respond to attacks on either M-CDM station. 
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US DEPLDYiME 




’ lx Ml Abrams 
lx AAV-7A1 AMTRAG 
lx AH'12 Viper 
lx A-10 Thunderbolt 
2x RHIB 

lx Centurion C-RAM 
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25 ssc. 



Six M-COM stations down, two more 
to go. For the final stage of this battle, 
the US team deploys near the Offices. 
The obfectives in the large warehouse 
at the docs require a greater focus 
on close-quarters infantry tactics, but 
vehicles still play a role in transporting 
troops and securing entry. While the 
warehouse can't be destroyed, the 
exterior walls can be blasted open with 
explosive munitions. Use the Ml Abrams 
to punch holes in the warehouse walls 
so teammates can enter. Meanwhile, 
use the A-1Q and AH-1Z to provide close 
air support by strafing enemy units 
outside the warehouse, including the RU 
team's T-9DA. The RHIBs spawned at the 
carrier offer one of the best methods of 
assaulting the Docks, so don't forget to 
utilize these boats. 
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T90A 


9D sec. 



40 sec. 



30 sec. 




Despite previous defeats, the RU team has 
a good chance of making a final stand here 
at the Docks. Both M-CDM stations here are 
located within the warehouse. Therefore, 
the lack of vehicles isn't as much of a factor 
here as it was in the previous zones. Still, 
the RU team should make an effort to stop 
US troops from reaching the warehouse. 

Using the shipping containers for cover and 
concealment, the T-90A is great for defending 
the warehouse's western side, a popular entry 
point for attackers. The US aircraft are more of 
a nuisance than a threat here, so don't expend 
too many resources on shooting them down. 
Load out the SU-25TM for ground attack and 
use it to knock out US vehicles approaching 
from the south. But the bulk of the team 
should focus their efforts on defending the 
warehouse exterior and interior from US 
infantry attacks. Spawning only a few meters 
from the warehouse, the defenders have a 
relatively easy time locking down this location. 
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In this scaled-down variant of Rush, both teams face off near the Offices and Docks as the UB team attempts to knock out M-COM stations located 
within buildings. The buildings are large and have multiple entry points that require the defenders to focus their efforts around the ab|ectives 
instead of trying to lock down each structure. Unlike some of the smaller buildings, these large structures cannot be destroyed. Bo instead of trying 
to topple each building, focus on finding a way in. Prepare for a mix of intermediate- and close-range combat, so choose your weapons accordingly. 


This is definitely not the way the US team wanted 
to start this match. The M-COM station is on the 
second floor of a partially constructed building, 

The staircases on the north and south ends of the 
building are the only way to access the second 
floor. Defenders only need to cover these two 
staircases to lock down the second floor. However, 
it is a large building, which makes it difficult for 
only four players to adequately cover them at all 
times. Attackers should post a fire team in the 
gray trailer to the south and have them provide fire 
support while the rest of the squad assaults the 
building, if the attackers can manage to wipe out the 
defenders, it gives them just enough time to set the 
charge and establish a perimeter of their own. 
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The last objective is in an office on the ground 
floor of the warehouse. Attacking through the 
warehouse is dangerous and unnecessary. Instead, 
blow a hole in the western wail of the warehouse’s 
exterior to access the office where the objective 
is sitting. Make sure your squad brings along C4, 
a rocket launcher, or a grenade launcher to blast a 
hole in the wall. Hop through the hole and plant a 
charge on the M-CDM station. This is the preferred 
method of attack for this abjective, so defenders 
should be prepared to guard the warehouse's 
western exterior as well as the interior. 



~nis game mode is centered around the Construction Site, which 
rmvides a frantic taste of urban combat as each squad fights for 
"cminance. There are plenty of two- and three-story buildings In 
"is area that make it easy for squads to take the high ground and 
sick off opponents running around this relatively compact combat 
cone. There are four possible IFV spawn points, mostly positioned 
along the road that cuts down the center of the map. If your squad 
sets access to an IFV, use it to counter foot traffic along the roads. 
.Vhile the IFV's auto-canncn is nice for punching holes through 
, vails, it's the machine gun turret that can really drive up your 
squad's score by zooming in on distant opponents and pumping 
'hem full of lead. Whether you are driving around in the IFV or 
moving on foot, stay together and cautiously work the perimeter of 
■re map and constantly scour the center tor enemies. 



Located on the Docks portion of the map, there are two key areas 
in this match and each requires completely different weapons 
and tactics. The west side of the docks is littered with stacks of 


shipping containers. The rows between each stack of shipping 
containers create long sight lines that are ideal tor recon and 
support troops. So expect long-range combat to dominate in 
this area of the map. Dn the east side of the Docks is the large 
warehouse. Work together with your team to claim warehouse 
early and use it as a fort throughout the match. This makes it easy 
to ambush opponents that wander into the massive structure. 

The warehouse also has second-floor windows facing west that 
are ideal for firing down on enemies hiding among the shipping 
containers. While most combat within the warehouse occurs at 
close range, choose a weapon that also allows you to score kills 
at a distance — carbines and assault rifles are well suited for this 
fight. The team that manages to hold on to the warehouse has the 
best chance of coming out on top. 
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us Marines are launching a strike upon a major harbor by the 
Noshahr Canals on the Iranian coast. The strategically important 
port allows for deep-water vessels to off-load cargo and essentia! 
materials. 

The key objective for the Americans will be capturing an inland 
airfield currently occupied by Russian forces. However, the 
success of the mission will depend entirely on how quickly Marines 
can establish a foothold on the harbor itself. 
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lx LAV-25 

lx AAV-7A1 AMTRAC 
2x AH-B J Little Bird 
2x RHtB 


- 5 - ^ 


CONQUEST 


□n this map, LiS forces launch an amphibious assault on an industrial dock facility. Initially, simply gaining a foothold on shore is the US 
team's primary goal. But if the RU team can make a strong showing, they can push the US back into the ocean. At the start of the round, 
the US team should make an effort to capture the Dry Dock [B] and Container Area [A], By using the speed and passenger capacity of the 
Little Birds, the US can drop troops at each location within the first minute of the match. Since there are only three control points on the 
map, each team only needs to hold at least two flags to drain the opposing team's ticket count. For the US, holding the Dry Dock [B] and 
Container Area [A] make the most sense. As for the RU team, they're better off controlling all three flags, thereby denying the US team a 
solid spawn point on land. If the RU team can push the US back to their carrier, then they must establish a line of defense on the northern 
coast to prevent US amphibious and air assets from regaining a foothold, RU vehicles and engineers armed with anti-tank and SA-18 IGLA 
missile launchers all play a big role in confining the US team to their carrier. 
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NAME 
QUANTITY 
RESPAWN TIME 


lMJ-25 


3D sec. 


AAV-7A1 AMTHAC 


GO sec. 


Sft jr-4' -“^5 


AH-6J Lfttle Bird 


RHIB 


go sec. 


IE sec. 





The US team begins the match on an aircraft 
carrier on the north side of the map. With no 
presence on shore, the early moments of 
the match are critical as US troops attempt 
to secure a foothold to the south. The AH-BJ 
Little Birds offer the quickest way to get 
troops on land. So if you're piloting one of 
these helicopters, don't take off until it's fully 
loaded — your passengers can jump out of 
the chopper and secure control points by 
parachuting down to the ground. But the RU 
team is likely to use similar tactics with their 
Z'llW helicopter, so speed is essential. US 
troops spawning belowdecks in the carrier 
can utilize the slower LAV-25, AMTRAC, and 
RHlBs to make amphibious landing near the 
Dry Dock [B]. In this match, the carrier is the 
US team's only source of vehicles. So even 
after your team has secured control points, 
don't forget to spawn back at the carrier to 
occasionally bring the LAV-25 and AMTRAC 
ashore. 


RU BASE 
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NAME 
QUANTITY 
RESPAWN TIME 


GAZ-3937 Vodnik 


15 sec. 



T-90A 


1 


30 sec. 




Z-11W 






1 


90 sec. 



I 

) 

The RU team deploys from their base near a i 

warehouse along the northern canal on the south 

side of the map. Given its distance from the nearest I 

control points, it's nearly impossible to prevent the ! 

US team from taking at least one flag, especially if 

they USB their speedy.Little Bird helicopters to drop 

troops from the air. The RU team's Z-11W can attempt 

similar tactics, but it requires speed, Spawn directly 

into the Z-11W at the start of the match, then have 

your squad mates spawn on you as you're flying 

toward the control points. Drop one squad member 

at each flag in an attempt to capture all three points 

before the US team can. Capturing all three flags at 

the start of the match is a long shot, but it's always 

worth the effort. Reinforce the captured flags with 

the T-9QA and Vodniks spawned at the RU base. The 

US team has no tanks in this battle, so the T-90A can 

be a game changer if deployed wisely and serviced 

by engineers. Even if the T-90A is destroyed, it 

respawns relatively fast back at the RU base. So 

don't forget to retrieve the tank and bring it up to the 

front lines, where ft can make a big difference, 
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This flag [A] is positioned aiong a narrow roadway 
flanked by dozens of shipping containers to the 
north and elevated train tracks to the south. 

Both infantry and vehicles can capture this flag. 
However, infantry have a slight advantage here 
since they can convert and contest the flag by 
hiding in the nearby shipping containers. The 
elevated railway tracks provide an excellent 
Dverwatch position, allowing welfconcealed 
defenders to pick off enemies approaching or 
gathering near the flag. Mines and C4 are the best 
defense against vehicle attacks. Scatter mines 
along the road to the east and west of the flag to 
prevent captures by enemy vehicles. Although this 
control point spawns no vehicles, it serves as a 
central spawn point that is ideal for staging attacks 
on the nearby Dry Dock [B] and Train Yard [C]. So 
race to capture this one early and don't forget to 
leave a few defenders behind to secure it 
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Given the Dry Dock's [B] proximity to the US Base, 
it is likely to be the first flag captured by the US 
team. However, once the US team has gained a 
foothold here, they must defend it to prevent the 
RU team from taking it away. The area surrounding 
the flag is extremely open with several long-range 
cover points surrounding it. As a result, armored 
vehicles are the safest option when attempting to 
capture or contest this flag. Passive defenses like 
mines and Claymores are less effective here given 
the flag's multiple approaches and wide capture 
radius. So defenders should hide in the nearby 
buildings and fend off attackers from long range. 
The warehouse to the north and the massive dry 
dock facility to the west provide excellent views of 
the flag. Helicopters are also very effective here 
due to the lack of cover around the flag. Make 
frequent passes over this control point and strafe 
enemy units gathered around the flag. 
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Cbnf rol Point AssEsts 


GAZ-3937 Vodnik [1] 


Located a short distance from' the RU Base, the RU 
team has the best chance of capturing this Train 
Yard [C] flag early during a match, When playing as 
the RU team, rush this locations with a Vodnik or 
the Z-11W to take control of ft before the US team 
can. The Train Yard is unique because it's the only 
control point that produces a vehicle, awarding 
the RU team with an extra Vodnik— the US team 
gets nothing. But instead of driving the Vodnik to 
another location, the RU team may want to keep it 
around for defense, using its powerful machine gun 
turret (with zoom functionality) to pepper attackers 
approaching from the control points to the north, 
infantry attacks originating from the Container 
Area [A] are very common, and so the Vodnik is a 
valuable defensive asset. But even without vehicle 
support, defenders have plenty of hiding spots 
from which to contest flag captures. So attackers 
should carefully sweep the nearby sheds and 
shipping containers before approaching the flag. 
Close-quarters encounters are likely, 




so begin any 
assault by tossing grenades into potential hiding 
spots. 
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RU CONTROL RESPAWN TIME 

















lx AAV-7A1 AMTRAC 
lx AH-1Z Viper 
lx UH-1Y Venom 
lx F/A-18E Super Hornet 
3x RHIB 

lx Centurion G-RAM 


DRY DOCK 


lx Growler ITV 
lx LAV-2B [1] 


lx Growler ITV 


canal 


TRAIN YARD 


lx Growler ITV 


lx Growler ITV 


STORM DRAIN 


lx Growler ITV 


At the start of the match, the US team is isolated on their aircraft carrier to the north. With only one transport helicopter, the rest of the 
team must rely on amphibious vehicles to reach the shore. Given the shortage of vehicles on the carrier, seme teammates may wish to hold 
In the spawn screen until a control point has been captured — it beats twiddling your thumbs on the carrier waiting for a vehicle to spawn. 
Meanwhile, the RU team starts out at an airbase to the south, relying primarily on ground vehicles to reach the control points. With five 
control paints up for grabs, each team must hold at least three flags to bleed the opposing team's ticket count. The US team should focus 
their efforts around the Container Area [A], Dry Dock [B], and Canal [□]. The RU team is best served by capturing and defending the Train , 
Yard [C], Canal [D], and Storm Drain [E]. However, if the RU team can capture all the control points, they can deny the US team a spawn 
point on the land, forcing them to spawn on their aircraft carrier. In a full 64-player match, it's possible for either team to capture and defend 
all five flags. So look tor opportunities to contain the opposing team within their base, then lay siege for the rest of the match as the enemy 

ticket count dwindles away. 
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NAME 
QUANTITY 
RESPAWN TIME 


NAME 
QUANTITY 
RESPAWN TIME 


30 sec, 


90 sec. 


40 sec, 


G sec. 


PRfMA 


The RU team deploys from the airfield in the southeast 
corner of the map. The VDV Buggies that spawn here 
provide the best way for the RU team to capture the 
nearby flags at the Train Yard [C] and Storm Drain [E], 
The RHIB, spawned in the canal to the north is well 
positioned to raid the Canal (Cj control point to the west. 
However, don't take off until you have some passengers 
in your vehicle. This is a very large map and the RU 
team has few vehicles. So it's important ta transport" 
as many troops to the center of the map as quickly as 
possible. Bailing out of a Mi-28 or SU-35BM to capture 
more distant control points isn't a bad idea either. When 
playing with a full complement of 64 players, some 
teammates may wish to avoid spawning into the game 
until a control point has been captured. At that point 
they can spawn and enter the game closer to the action. 
Otherwise spawning at the RU Base after all the vehicles 
have left could lead to a very long hike. The RU Base 
supplies the only tank on the map in the form of the 
T-9DA. Bo even once the action has shifted to the middle 
of the map, don't forget to bring this tank up to the front 
lines so it can lay waste to the lighter US vehicles. 


1-; 




UH-1Y Venom 


F/A-18E Super Hornet 


40 sec, 


RHIB 


5 sec. 


Centurion C-RAM 


□nee again, the aircraft carrier off the coast serves 
as the base for the US team, requiring them to 
launch a successful amphibious assault on the dock 
facility to the south. With no presence on shore, the 
early moments of the match are critical as US troops 
attempt to secure a foothold on land. The UH-1Y 
offers the quickest way to get troops to the control 
points. So if you're piloting this helicopter, don't 
take off until it's fully loaded — your passengers can 
jump out of the chopper and secure control points 
by parachuting down to the ground. US troops 
spawning belowdecks in the carrier can utilize the 
slower AMTRAC and RHIBs to make amphibious 
landing near the Dry Dock [B]. The F/A-1SE should be 
deployed primarily as a fighter, so arm it with heat- 
seeking missiles and use it to counter the RU team's 
SU-35BM and Havoc attack chopper. Maintaining 
air superiority over the carrier is critical during the 
opening moments of the match as your teammates 
struggle to push ashore. So when piloting this jet, 
constantly patrol the area between the carrier and 
Dry Dock [B] until teammates have secured a flag. 


R15 sec. 


AAV-7A1 AMTRAC 


AH-1Z Viper 


30 sec. 


VDV Buggy 


90 sec. 


T3DA 


•-‘'V.s- 


90 SBC. 


Mi-28 Havoc 


SU-3BBM Flanker-E 


RHIB 


RU BASE 











Growler ITV [1] 


This flag [A] is positioned along a narrow roadway 
flanked by dozens of shipping containers to the 
north and elevated train tracks to the south. 

Both infantry and vehicles can capture this flag. 
However, infantry have a slight advantage here 
since they can convert and contest the flag by 
hiding in the nearby shipping containers. The 
elevated railway tracks provide an excellent 
overwatch position, allowing well-concealed 
defenders to pick off enemies approaching or 
gathering near the flag. Mines and C4 are the best 
defense against vehicle attacks. Scatter mines 
along the road to the east and west of the flag to 
prevent captures by enemy vehicles. The Container 
Area spawns vehicles for both teams: a Growler 
ITV for the US team and a VDV Buggy for the RU 
team. Use these fast-moving vehicles to launch 
high-speed raids on the nearby control points like 
the Dry Dock [B] and the Train Yard [C], But in 
your haste to move on, don't forget to leave some 
teammates behind to secure this flag. 


tiii-i'i' 


Given the Dry Dock's [B] proximity to the US Base, 
it is likely to be the first flag captured by the US 
team. However, once the US team has gained a 
foothold here, they must defend it to prevent the 
RU team from taking it away. And this is a flag 
well worth defending because It supplies the US 
team with their only LAV-25 as well as a Growler 
ITV. [The RU team gains a VDV Buggy when they 
hold this flag.) The area surrounding the flag is 
extremely open with several long-range cover 
points surrounding it. As a result, armored vehicles 
are the safest option when attempting to capture 
or contest this flag. Passive defenses like mines 
and Claymores are less effective here given the 
flag's multiple approaches and wide capture radius 
So defenders should hide in the nearby buildings 
and fend off attackers from long range. The 
warehouse to the north and the massive Dry Dock 
facility to the west provide excellent views of the 
flag. Jets and helicopters are also very effective 
here due to the lack of cover around the flag. Make 
frequent passes over this control point and strafe 
enemy units gathered around the flag. 


RU CONTROL RESPAWN TIME 
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RU CONTROL 

RESPAWN TIME 

Growler ITV [1] 

VOV Buggy [1] 

15 sec. 

LA.V-25 [1] 


3D sec. 
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Growler ITV [1] 


VDV Buggy [1] 


Because it is located near the center of the map, 
both teams have a good chance of capturing this 
Train Yard [C] flag at the start of the match, with a 
slight edge given to the RU team. When playing as 
the RU team, rush this location with a VDV Buggy 
or the Havoc to take control of it before the US 
team can. The Train Yard provides an extra vehicle 
to each team: a Erowler ITV to the US team and 
a VDV Buggy to the RU team. Although they lack 
armor and firepower, these fast-moving vehicles 
are great for getting around the map quickly and 
for staging raids on the surrounding control points. 
Defenders have plenty of hiding spots from which 
to contest flag captures at the Train Yard. So 
attackers should carefully sweep the nearby sheds 
and shipping containers before approaching the 
flag, Close-quarters encounters are likely so begin 
any assault by tossing grenades into potential 
hiding spots. Given the numerous hiding spots near 
the flag, avoid attacking this location in vehicles. 
Yau're better off moving In on foot where you have 
the opportunity to maneuver and counter potential 
ambushes. 
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Growler ITV [1] 


VOV Buggy [1] 


15 sec 


BMP-2M [1] 


30 sec 


This Canal [□] flag is located on the western bank 
of the northern canal, not far from the RU Base. 

As a result, the RU team has the best chance 
of capturing this control point early on. But that 
doesn’t mean they'll be able to hold onto it The 
canal itself makes this control point vulnerable to 
US amphibious attacks by RHIBs, the LAV-25, or 
AMTRAC. While the road to the west is the most 
common avenue of attack, defenders should be 
prepared for assaults from the canal. The flag 
is located near a small concrete building. This 
structure is a great place to hide while capturing 
or contesting the flag. Vehicle access is rather 
cramped here, making it tough to maneuver. So use 
vehicles to provide fire support from a distance 
while infantry move in to capture. The RU team 
should make an effort to hold on to this control 
point because it spawns the only BMP-2M as well 
as an extra VDV Buggy — ^the US team only gets a 
Growler ITV, Use the BMP-2M and T-9DA [spawned 
at the RU Base] to gang up on US vehicles. Both 
vehicles function best around the Dry Dock [B], 
where there's plenty of room to maneuver. 
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C> TRAIN YARD 


RU CONTROL RESPAWN TIME 


Control 
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VDV Buggy [1] | 15 sec. 

The Storm Drain control point [E] is located on 
the southern edge of the map, flanked by a 
rocky cliff to the south and a narrow drainage 
canal to the north. Unlike the northern Canal, this 
nearby canal is narrow, best suited for RHIBs, US 
troops spawning back at thetr carrier can stage 
amphibious assaults on this flag by entering the 
canal south of the Dry Dock [B] and following it 
all the way to this control point. However, the dirt 
road is the most common avenue of attack, When 
defending here, place mines on the road to prevent 


Growler 17V [Ij 


the tall bridge to the east. The small buildings and 
sheds surrounding the flagpole also provide good 
hiding spots for anyone capturing or contesting 
this control point, The Storm Drain's remote 
location makes it one of the least contested control 
points on the map. However, don’t leave this flag 
undefended, particularly during tight matches. Just 
quad of dedicated defenders should have no 


one s 

problem locking down this location 
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ZONE 4 


ZONE 5 


'n this epic Rush match, the US team begins on an aircraft carrier to the north. It's up to the RU team to stop the US amphibious assault, 
p-eventing them from gaining a foothold and pushing their way inland. But the US have a serious advantage when it comes to vehicles. So 
"he RU team must improvise and make the most of the vehicles they have, especially when it comes to countering the US helicopters. All 
Together, the US must conquer five separate zones, beginning with the Dry □ock. From there the advance stretches from the Train Yard all 


“he way to the airfield on the east side of the map. Along the way, the US attackers must destroy ten M-CUM stations. If each zone is well 
csfended, the RU team has a good chance of halting the US advance. However, the fight for the first zone is critical. If the RU team can* 
ceny the US access to the Dry Dock objective, they force the US to spawn on their carrier. As a result, locking down the first zone is the RU 
“sam's best chance of securing a victory. 
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, ^ lx AAV-7A1 AMTRAC 
, lx AH-BJ Little Bird 
lx UH-1Y Venom 
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This M-CDM Station A is tucked away in the southwest corner of a 
dark warehouse near the coast. The large warehouse has multiple 
entry points, but more can be made by blowing holes in the exterior 
walls. But no matter how much damage is dealt to this structure, 
it won't collapse. Since there's no way to predict which direction 
the attackers will enter from, it's best to defend the objective from 
within the warehouse. There are plenty of hiding spots inside, 
so try to find a location that conceals you and offers a view of 
the M-CDM station. Regardless sf whether you're attacking or 
defending, using Tactical Lights and Laser Sights can be effective 
tor blinding opponents in this dark setting. But they can also give 
away your position, so be sure you're the one who pulls the trigger 
first. V 



This objective, M-COM Station B, is housed within a steel shelter, just .. 
south of the warehouse where M-COM station A is located. The shelter 
does littie more than protect the objective from rain, with a wide opening 
to the north and a narrow doorway to the south. This can be a tricky spot 
for defenders to watch as the only decent cover point is located to the 
north — ^the same direction from which the attackers are advancing. So 
if you hide in one of the warehouses to the north while watching M-CBM 
Station B, you're likely to get a knife in the back. Instead, try to watch 
the steel shelter from the east or west and engage the cross traffic as 
attackers dart out of the warehouse and make a move for the objective. 
Parking tha Vodnik to the east or west works well; you can gun down 
attackers with the machine gun turret. Ta prevent such ambushes, 
attackers should always deploy smoke when advancing toward the 
objective and setting the charge. The AMTRAC can also serves as a 
mobile shield by protecting infantry as they advance on the objective. 
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NAME 
-gUANTITY 
RESPAWN TIME 


AAV-7A1 AMTRAC 


1 


BO SEC. 


AH-BJ Uttle Bird 


1 


90 sec. 


’ ^ ‘i' V . 


UH-1Y Venom 


1 


90 sec. 


RHIB 


IE sec. 



As in the Conquest game modes, the 
US team begins this Rush match on the 
aircraft carrier to the north. Utilizing a 
couple of helicopters, an AMTRAC, and 
a few RHlBs, the US must race toward 
the shore and establish a foothold near 
the objectives. The Little Bird and Venom 
offer the quickest way to get troops on 
the ground, so take off with a full load 
and have your passengers parachute 
down to the Dry Dock area. Once on the 
ground, recon troops should deploy Radio 
Beacons so their squad doesn't have 
to spawn on the carrier. Remember, the 
AMTRAC is also a spawn point and should 
he deployed near the Dry Dock, preferably 
out of view from the RU defenders. With 
spawn points at or near the Dry Dock, 
the US team will have a much easier time 
applying consistent pressure against 
each objective. 
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NAME 
qUANTITY 
RESPAWN TIME 


GAZ-3937 Vodnik 


1 


15 sec. 


9K22 Tunguska-M 


JP 
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1 


3D sec. 





The RU team deploys near the Train Yard, 
just south of the objectives. Given the 
US air assets spawned at the carrier, 
the RU troops need to move out fast if 
they hope to secure the M-CDM stations 
before the attackers arrive. The Vodnik 
is the quickest way to move troops to 
the Dry Dock area. Consider holding off 
on spawning into the game until one of 
your squad members has reached the 
objecfives. This frees up seats in the 
Vodnik for other teammates. Initially, the 
US helicopters pose the biggest threat. 

So move the Tunguska-M forward to deal 
with these choppers. Engineers armed 
with SA-18 IGLA surface-to-air missiles can 
also put a damper on the US team's air 
assault. Since the deployment area is so 
tar from the objectives, have recon troops 
deploy Radio Beacons around the Dry 
Dock area to secure spawn points near 
the M-CDM stations. 
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ZONE 2: TRAIN YARD 


RU DEPLOYMENT 



As the northernmost objective, M-CDM Station A is likely to be the 
first to come under attack by the US team, The objective is flanked 
by a concrete building to the west and a green shipping container 
to the east. It's imgortant for both teams to secure the nearby 
building, as it serves as the best position from which to defend or 
attack the M-CDM station. Once inside, deploy a Radio Beacon so 
your squad has a spawn point near the objective. The rooftop of 
the building is accessible and offers a sweeping view of the Dry 
Dock and Train Yard. But avoid standing on the rooftop, as it makes 
you an easy target for snipers and strafing helicopters. If you must 
get on the roof, remain prone to avoid silhouetting yourself. For 
the US team, even after destroying M-CQM Station A, this building 
serves as a good forward base for launching attacks on M-COM 
Station B to the south. 


This objective, IM-CDM Station B, is located inside a light blue 
shipping container on the Train Yard's loading platform to the south. 
Both ends of the container are open, allowing entry from the east 
or west. This can be a tricky objective to attack and defend, given 
the container's cramped space, instead of hiding inside the shipping 
container, the RU defenders should focus on covering the two entry 
paints from long range. There are plenty of hiding spots in the Train 
Yard to the east and west where you can watch this container— just 
make sure nobody can sneak up behind you and steal your dog tags 
Parking thp Tunguska-M nearby can also be an effective deterrent. 
The US team realty needs the support of their vehicles and the 
concealment of smoke to safely reach this M-CDM station and plant 
the charge. Also, toss a grenade in the shipping container before 
entering to detonate any booby traps such as C4 or Claymores. 
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NAME 
QUANTITY 
RESPAWN TIME 


M1114 HMMVJV 


15 sec, 


AAV-7A1 AMTRAC 


AH-BJ Little Bird 


BO sec. 


NAME 
QUANTITY 
RESPAWN TIME 


GAZ-3937 Vodnik 


sec, 


90 sec. 


UH-1Y Venom 


90 sec. 


With the first set of M-CDM stations 
destroyed, the US team's deployment area 
moves up to the Dry Dock, This is where 
the US team's new ground vehicles spawn, 
including an HMMWV as well as an AMTRAC. 
The US team also retains the same air assets 
from the previous stage that are still spawned 
at the aircraft carrier. So if you want to fly, 
spawn directly into the Little Bird or Venom on 
the carrier's flight deck. Use the helicopters 
to harass and distract the RU team while 
your ground units move in to assault the 
objectives. The AMTRAC is very effective 
here as a mobile spawn point that allows 
you to deploy freshly spawned players close 
to the action. However, keep it out of view 
of defending engineers as well as the RU 
team's Tunguska-M. Likewise, avoid driving 
the HMMViA/ directly into the heated action— it 
won’t last long. Instead, position it to the east 
or west side of the Train Yard and use its 
machine gun turret to provide fire support. 


9K22 Tunguska-M 


30 sec. 


The RU team deploys along a dirt road south of 
the Train Yard. Following the destruction of the 
M-COM stations at the Dry Dock, the RU team 
has a few precious seconds to get into position 
around the new objectives before the US team 
can attack. Use this time wisely to establish 
a perimeter around the Train Yard. Move 
the newly spawned Vodnik and Tunguska-M 
forward to defend the new cbjectives. Both * 
vehicles have enough firepower to counter 
attacks by the UB helicopters and ground 
vehicles. But engineers are necessary to keep 
both vehicles healthy, And if the vehicles 
are destroyed, don't forget to retrieve new 
ones from their spawn points to the south. In 
addition to repairing the vehicles, engineers 
can also assist them by shooting down the 
US helicopters with SA-18 IGLA missiles. But 
don't let the helicopters distract you too much. 
Deploy infantry (and Radio Beacons] near 
each objective to defend them from US troops 
infiltrating the Train Yard from the north. 
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ZONE 3: RUNWAY APPROACH 


lx M1tl4 HMMWV 
lx AAV-7A1 AMTRAC 
lx AH-B J Little Bird 
lx UH-1Y Venom 
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RU DEPLOYMENT 
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M-COM Station A sits at the crest of the hill, just beneath an array 
of runway approach lights. With the exception of the small trailer 
and light towers, there's very little cover hers. This means it is 
a particularly challenging objective to approach when the hilltop 
is well defended. The slopes of the hill are covered in trees and 
shrubs that provide plenty of concealment for defenders camped 
around the objective. Attackers or defenders posted on the large 
bridge to the southwest have a relatively clear view of the hilltop, 
making it an ideal cover point for snipers. Defenders should 
primarily cover the western slope to engagehofantry approaching 
from the Train Yard. But it's also important to defend against 
potential flanking attacks, including US infantry dropping onto the 
hilltop via parachute. '.^ 


This objective is located in a dark, bunkerlike building on the 
eastern slope of the hill. Initially the south^facing doorway is the 
only entrance into this concrete building. However, each wall 
of the building can be completely destroyed, allowing attackers 
to approach the M-CDM station from any direction. So instead 
of covering the doorway or interior, defenders are better off 
surrounding the building and locking down the nearby hilltap. 
Attackers should come armed with rocket launchers, grenade 
launchers, or C4 so they can breach the walls of the structure 
and create doorways of their own. However, if all the walls are 
destroyed, the M-CDM station will not be crushed by falling debris. 
Instead, the objective remains standing, exposed in all directions. 
So don’t blow too many holes in the structure or else you'll have a 
difficult time approaching the M-GQM station— those walls provide 
excellent cover when setting or disarming a charge. 
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M1114 HMMWV 

AAV-7A1 AMTRAC 

AH-6J Little Bird ' 

I . 

UH-IY Venom 
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90 sec. 
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As the battle continues, the US team 
moves up tc the Train Yard in preparation 
for their assault on the hill to the 
southeast The Train Yard deployment 
area spawns a HMMWV and an AMTRAC 
while the aircraft carrier continues 
to produce the same Little Bird and 
Venom helicopters. In this stage, the 
RU defenders hold the high ground, so 
look for opportunities to stage flanking 
attacks instead of charging straight up 
the hill. The paved road to the north of 
the objectives is a good route for the 
HMMWV and AMTRAC to take; they 
can hook around the hill and flank 
the defenders. Parking the AMTRAC 
somewhere near the canal is also a good 
way to provide the team with a forward 
spawn point As vehicies and infantry 
advance, air support is essential. Even 
if they don’t inflict much damage, the 
helicopters provide a useful distraction. 
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GAZ-3937 Vodnik 
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15 sec. 
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9K22 Tunguska-M 
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The RU team deploys along the paved 
road on the north side of the hill, next 
to the large warehouse. Following the 
loss of the objectives at the Train 
Yard, immediately rush toward the new 
objectives and establish a perimeter. 
Rush attacks by the US helicopters are 
likely, so be prepared to shoot them 
down. Engineers armed with SA-181GLA 
missile launchers are very effective, as 
is the Tunguska-M, which is spawned 
within the warehouse. If troops ball 
out of the choppers, immediately spot 
them and gun them down before they 
can parachute to the ground. While 
engineers and the Tungusks-M focus 
on the helicopters, the rest of the team 
should prepare for infantry assaults 
originating from the Train Yard. The hill 
gives the defenders a decent height 
advantage, so it's easy for recon troops 
to snipe approaching infantry. 
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1XM1114HMMWV 
lx AAV-^7A1 AMTRAC 
lx AH-BJ Little Bird 
lx UH-1Y Venom 


RU DEPLOYMENT 



Located in a small red-and-white trailer south of the large warehouse, 
M-CDM station A is relatively vulnerable to attack, despite the fences 
surrounding it. Attackers can easily slice through the chain-link fences 
with their knives or simply knock them over with vehicles like the HMMWV 
□r AMTRAC. However, entering the trailer itself can be dangerous, 
especially if the interior is booby-trapped with C4 or Claymores. So 
always toss a grenade through the doorway before entering to trigger 
any explosives or kill any defenders hiding inside. While the walls of the 
trailer can he destroyed, It's best to keep them Iri place to offer cover 
while planting or disarming the charge. The canal to the northwest serves 
as a natural barrier. Therefore most US attackers approach from the 
road by the warehouse. Parking the Vodnik orTunguska-M on the road 
can serve as a deterrent, ptompting attackers to swim across the canal. 
Defenders should prepare for attacks from either direction as well as 
watch for enemy troops dropped from helicopters. 



M-CDM Station B is located on the ground floor of the large 
warehouse, situated in an office on the southern corner by the 
road. By blasting holes in the warehouses exterior walls, US 
attackers can easily access the M-CDM station without worrying 
about infiltrating the warehouse. However, defenders posted inside 
the warehouse can still cover the objective regardless of which 
direction the attackers approach from. If the US team wants a little 
extra firepower inside the warehouse, they can drive the AMTRAC 
directly inside via the ramp an the north side adjacent to the canal. 
Of course, driving an armored vehicle into a building is never safe, 
but it maY provide enough of a distraction to allow friendly troops 
enough time to plant the charge. If the AMTRAC survives, its 
machine gun turret is awesame for targeting defenders attempting 
to disarm the charge on the objective. 
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90 sec 
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In "this siage of the battle, the US 
team deploys on the hilltop, beneath 
the runway approach lights. While this 
location is where the HMMWV and 
AMTRAC appear, the helicopters are still 
available back at the aircraft carrier. So 
don't forget to spawn directly into the 
helicopters to provide air support for the 
next attack. The hilltop provides a great 
view of the next ofaiective area to the 
east. Recon troops posted on the hill can 
score some long range kills here. Just 
make sure the entire team doesn't hold 
back and admire the view. While sniper 
support is welcome, the bulk of the team 
should make an aggressive push for the 
objectives. 
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The RU team deploys along the 
paved road, east of the objectives. 
Infantry and vehicles spawning here 
are vulnerable to strafing runs by 
the US helicopters, so don't loiter 
here long. Spread out among the 
objectives and consider placing 
Radio Beacons in the warehouse 
where M-CDM Station B is located. 
Move the Vodnik to a position along 
the road between both objectives. 
From this vantage point the Vodnlk's 
machine gun turret can engage 
infantry and vehicles approaching 
from the US deployment area to 
the northwest. The US helicopters 
remain a nuisance in this fight, so 
be prepared to shoot them down 
with the Tunguska-M as well as 
IGLA missiles fired by defending 
engineers. 
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ZONE 5: AIRFIELD 


RU DEPLOYMENT 



This objective is located in a small concrete structure within the 
airfield's perimeter wall, Df the two objectives at the airfield, M-COM 
Station A is the easiest fer the RU team to defend. Located only a 
few meters from their deployment area, the RU team has no problem 
reaching this location throughout this phase of the battle. Due to the 
barricades surrounding the structure, the US team can only access this 
objective by ground from the north or east. Of course, there's always the 
possibility of parachuting down from a helicopter. But such attempts are 
dangerous given the objective's close proximity to the RU deployment 
area. When US troops do manage to get into the airfield, they should 
blow a hole in the structure's southern wall to enter. The north-facing 
entrance is most likely being watched by defenders, so sneaking in from 
the back is advised. Since gaining access is so difficult the US may 
want to attack this oblectlvd first while the defenders are still spread 
out, covering both M-CDM stations. It's much tougher to plants charge 
here when the entire RU team is defending this location. 


Flanked by a the road to the south and the canal to the north, 
the location of this M-COM station favors the US attackers. The ’ 
objective is located in a gray trailer outside the airfield's perimeter 
wall. The concrete slabs on the west and south sides of the 
trailer partially protect the trailer from heavy attack. However, 
the north side of the trailer is completely open, giving attackers 
advancing from the canal easy access. As a result, the RU 
defenders must completely envelop this trailer while watching for 
attacks approaching from the road and canal. By knocking out the 
trailer's east-facing walls, defenders can gain a long sight line into 
the trailer; Therefore, they can engage anyone who enters and 
tampers with the M-CCM station. However, there's very little cover 
or concealment to the east, so remain prone to avoid giving away 
your position. 
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AH-BJ Little Bird 
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QUANTITY 
RESPAWN TIME 


GAZ-3937 Vodnik 
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9K22 Tunguska-M 


IB sec. 


30 sec. 


Despite deploying from an airfield, 
the RU team still has no helicopters 
or jets to help fend off the US attack. 
While the Vodnik and Tunguska-M 
are decent for dealing damage to 
the US helicopters, it's largely up to 
the RU engineers to lock down the 
objectives. Engineers deploying here 
should carry a mix of mines, anti-tank 
rockets, and surface-to-air missiles 
in an effort to immobilize and destroy 
the incoming US vehicles. While the 
road is the airfield's most popular 
access point, prepare for flanking 
attacks to originate from the canal to 
the north and runway to the south. 
Also, make periodic sweeps around 
the airfield's perimeter to search 
for US Radio Beacons, Denying the 
US team spawn points near the 
objectives is critical if the RU team 
hopes to hold out here for a victory. 
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M1114 HMMWV 

1 


1 

30 sec. 15 sec. 


For the final phase of fhia baffle, fhe US team 
deploys near the warehouse with nearly 
the same vehicle assets they've had since 
securing the Uiy Oeck. In addition to the 
HMMWV, AMTRAC, and helicopters, the US 
team also has access to an RHIB. Use this boat 
or the AMTRAC to sneak up on M-CDM Station B 
by racing along the canal to the east. However, 
the helicopters [spawned back at the aircraft 
carrier] remain the most valuable assets for the 
US team. Use them to strafe and harass the 
defenders while dropping troops behind enemy 
lines. This is the quickest way to gain access 
to the airfield. The road leading into the airfield 
is most likely defended with mines, so look for 
other ways in when driving one of the ground 
vehicles. Consider crashing through the fence 
by the runway and attacking M-COM Station 
A from the south. Radio Beacons placed in 
and around the airfield are also a great way to 
apply pressure on the objectives by spawning 
teammates close to the action. 








RHIB 


15 sec. 


SD sec, 


30 sec. 


AAV-7A1 AMTRAC 


UH-1Y Venom 















I 


I 



SQUAD RUSH 








.ZONE 2 

A' 


20NE1 


US DEPLOYMENT 
RU DEPLOYMENT 


In this Squad Rush variant, the direction of attack is reversed as the US team approaches from the east, hitting the Train Yard before 
moving onto the Dry Dock. In this small-scale battle, prepare for a mix of intermediate- and close-range combat. Assault troops are very 
effective here, thanks to their ability to revive squad mates as well as deploy smoke. Each squad should consider bringing along a recon 
soldier to deploy a Radio Beacon near each obiective to guarantee a nearby spawn point. Attacking recon troops can also benefit from a 
MAV to spot the locations cf defenders hiding around each ob|ective. 



The first objective is located beneath this steel 
equipment shelter on the Train Yard loading platform 
Barricades restrict access to this shed only allowing 
for access from the east and west. When defending 
this location as the RU team, it's a good idea to split 
up and have a couple of squad mates defend the 
shelter from fhe exterior with sniper or assault riles, 
while the rest of the squad camps the objective 
shotguns and submachine guns. When playing as 
the attackers, assume the objective is well covered 
by the defenders. Instead of rushing the M-COM 
station, carefully sweep the Train Yard, picking off 
as many defenders as possible. After killing two 
or three opponents in quick succession, make an 
aggressive push for the M-CDM station, plant 
charge, and then go on defense until the objective 
is destroyed. 
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This final obfective is crammed between several 
s in a storage area of the Dry Dock. The 
guration of the crates allows access only 
from the southwest. While the crates provide some 
excellent cover for anyone arming or disarming a 
charge on the M-CDM station, it leaves their back 
compietely exposed. So before even approaching 
the objective, scour the area to the southwest for 
well-hidden defenders. Consider circling around the 
entire storage area to hunt tor defenders hiding 
along the perimeter. Even then, deploying smoke 
on the objective is strongly advised, whether 
you're attempting to arm or disarm a charge on the 
M-CCM station. 



Squad Deathmatch on this map encompasses the Dry Dock, 
Container Area, and Train Yard. While on foot, avoid the Dry Dock 
as there's minimal cover and the tall buildings are popular perches 
■or snipers. The Container Area and the Train Yard offer more 
O'otection, and fewer long sight lines means fewer deaths by 
snipers. The Train Yard sits on higher ground, too, which is ideal for 
f ing down on enemies racing around the area to the north, The 
spawn points are all located around the Dry Dock and Container 
Area. But if you manage to snag one of these vehicles, keep it 
near the Dry Dock area, where there's plenty of room to maneuver 
and spot enemy infantry. If necessary, you can drive into one of 
“he warehouses to conduct repairs, away from the chaotic action 
outside. Dnce fully repaired, get the IFV back into the fight to give 
your squad a lead in total l^ills. 



In Team Deathmatch, the action is centerad around the Container 
Area, making for a frantic fight among the maze of shipping 
containers. Before spawning into this match, carefully consider * 
where you want to go on the map. This will help determine what 
class and weapons are best to use. If you prefer dose-quarters 
combat, choose a shotgun or submachine gun and head tor the 
containers in the center of the map. This is a good spot to ambush 
□pponents at point-blank range. Recon soldiers equipped with 
sniper rifles are best deployed on the southeast side of the map to 
use the elevated terrain of the Train Yard to pick off enemies on the 
east and west flanks of the Container Area. While the high ground 
offers a great view, there's very little cover, so stay on your belly to 
avoid silhouetting yourself If your prefer to stay on the move, equip 
an assault rifle or carbine and work your way around the perimeter 
of the map, hunting for prey. 
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some experts are calling the biggest engagement of the war. Both 
the American and Russian armies are trying to exert control over 
Iran's biggest source of oil in the Northern provinces, Securing 
the outskirts of this area will offer full control of the sector and its 
key facilities. However, crossing the open ground and main road 
may prove more difficult than expected, as Russian troops will 
undoubtedly attempt to hold the refinery as the first line of defence 
against any large-scale assault, 
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This is a very linear, head-on Conquest map with all three control points situated along the central highway slicing through the center of the 
map from east to west. While it's possible to capture and defend alt three control points, its better to consolidate your team s forces around 
two flags. Therefore, the US team should try to hold the Construction Site [A) and Warehouses [B] while the RU team focuses on the Filling 
Station [C][and Warehouses [B]. Your tearn must hold a minimum of two control points to initiate the drain on the opposing team s ticket 
count, so dig in and don't let the enemy wrestle a flag away from you. Tanks are necessary tor punching through enemy defenses and 
capturing flags. But tanks [and all other vehicles] are spawned only at the bases. So it’s critical to constantly transport these assets to the 
center of the map, where they can make a big difference. Even if you draw a line in the sand at Warehouses, flanking attacks are common. 
The transport helicopters make it possible to drop troops at any point on the map, so make sure every flag your team holds is well defended 
against both ground and airborne assaults. 
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The US team starts this battle at their base on the 
east side of the map, far from the nearest controi 
point. Fortunately, there are plenty of vehicies 
available to transport the team to the map's center, 
So if you're driving or flying, make sure your vehicie 
is fiiled to capacity before leaving the base — 
otherwise it's a long, dusty hike for any teammates 
left behind. The UH-IY Venom is the best way to 
quickly move troops to the oontrol points. Fly it 
over the Construction Site [A] and Warehouses 
[B], dropping two troops at each location in an 
attempt to beat the RU team to these two criticai 
flags. Cnee captured, reinforce these control points 
[particularly the Warehouses] with the Ml Abrams 
tanks. Use the tanks and AH-IZ Viper to counter 
the RU team's T-9DAs while the F/A-18E provides air 
cover, attacking the enemy jet and helicopters with 
heat-seeking missiles. In this match, no vehicles are 
spawned by the control points in the center of the 

map. So as the round commences, don't target to 
spawn back at the base to bring tanks and other 
vehicles to the front lines. 
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VDV Buggy 

T-90A 

Mf-2G Havoc 

KA-GO Kasatka | 

SU-35BM Flanker-E 
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S sec. 
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GO sec. 

90 sec. 
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The RU Base Is on the far west side of the map, several 
hundred meters from the nearest control point Bo it's 
important to make the most out of the vehicles provided 
to transport the team to the control points, if you find 
yourself without a vehicle, immediately ask teammates 
tor a ride before they leave the base. The KA-BD Kasatka 
transport helicopter is the best way to move multiple 
troops to the map's center. Use this helicopter to drop 
troops [by parachute] at the Filling Station [C] and 
Warehouses [B] control points. But a few infantry won't 
last long against the onslaught of UB tanks, so act 
quickly to reinforce the control points with the T-90A 
tanks while the Mi-28 Havoc provides close air support. 
The BU-35BM is best deployed as a fighter, so choose 
heat-seeking missiles for your loadout when piloting 
this jet and use them to shoot down the UB team's air 
assets. During the course of the battle, spawn back at 
the RU base periodicaliy to bring ground vehicles forward 
to help attack and defend the central control points. 

The control points provide no vehicles, so the team that 
masters of the logistics of moving tanks forward has the 
upper hand in this battle. 
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The Construction Site [A] is the easternmost 
control point, well within easy striking distance of 
the US Base. As a result, the US team is likely to 
capture this flag first. But after the early moments 
□f the round, this control point is very much up for 
grabs. While it's the ciosest control point to the 
UB Base, it's by no means adiacent. So unless 
the US team is constantly defending this location 
and reinforcing it with vehicles, it's relatively easy 
for the RU team to steal it. The flag is in a parking 
lot outside an office building. Once captured, fhe 
Construction Bite is relatively easy to lock down 
by any squad willing to stay put. Defenders can 
deter vehicle attacks by placing mines and C4 
around the flagpole. The nearby two-story office 
and partially constructed buildings across the road 
to the east provide excellent views of fhe flag and 
allow defenders to pick off attackers. However, 
the office building can be destroyed, so you may 
want to seek better cover if you come under heavy 
bombardment. Although the Construction'^ite 
doesn't produce any vehicles, in a match with only 
three flags, defending this site is critical for either 
team. 




As the central control point, the Warehouses [B] are 
the most contentious site on the map. At the start 
of the round, bottvteams should attempt to capture 
this flag early. The transport helicopters spawned at 
each base are the best way to take control of this 
site quickly. Load a chopper with troops, then fly lov\ 
and fast, dropping troops on the rooftop of the large 
warehouse near. the flag. While infantry can capture 
this flag, it takes tanks and close air support provided 
by helicopters and jets to defend it. The flagpole 
is located outside the Ibrge warehouse; tanks and 
other ground vehicles can camp its capture radius. 

So if you're attacking on foot, always approach from 
the warehouse interior. It's possible to capture and 
contest this fla’g from inside the warehouse. This 
beats lying prone next to frie flagpole. With so many 
possible approaches, if takes a dedicated squad of 
defenders to patrol the warehouse and ferret out any 
opponents attempting to convert the flag from within. 
A T-UGS motion sensor planted near the flag is a 
great way to monitor enemy traffic. Infantry are also 
effective outside; they utilize the surrounding rooftops 
and catwalks to spot incoming vehicles and troops. 
Spotting enemies can be a full-time job here, so find a 
good elevated spot and simply call out the locations 
of hostile forces to help direct attacks by your team's 
air units. Or better yet, use a SOFLAM to paint enemy 
vehicles for guided munitions fired by friendly tanks, 
helicopters, and jets. 
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This sprawling industrial facility servGS as the 
westernmost control point in this match, closest 
to the RU Base. While the RU team has the best 
chance of capturing the Riling Station [C] early, 
there's no guarantee they'll be abie to hold onto it, 
especially if it's left undefended. The flagpole here 
is located on an open piece of asphalt surrounded 
by three explosive tanker trucks, It's a good idea to 
destroy the tanker trucks upon arrival because you 
don't want them to explode while you're attempting 
to capture the flag, especially if yeu're on foot. 

With minimal cover nearby, this is a control point 
best captured and contested by tanks. However, 
infantry can play a large role in defending this 
flag. Given the likelihood of heavy vehicle traffic 
around the flag, mines and C4 are very effective. 
The surrounding structures and catwalks also 
offer great elevated vantage points of the flag That 
are ideal for scoring hits on attacking infantry and 
vehicles. Regardless of which team you're playing 
on, make an effort to reinforce this control point 
with tanks spawned at your team's base. 
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Prepare for an epic clash of armor on this massive map centered around a sprawiing oil refinery complex in the middle ef a desert. Both 
sides maintain four tanks throughout the match that are spawned at the bases. So don't forget to move these tanks to the center of the 
map to take advantage of their devastating firepower. Air power also plays a large role in this battle, with each team possessing two jets, 
an attack helicopter, and a transport helicopter. So choose the loadouts of the aircraft carefully and determine whether to fill a ground 
or air attack role. With all of the tanks rumbling about and jets screaming overhead, its easy to lose sight of the objective. There are five 
control points on this map, meaning your team needs to hold at least three to bleed the opposing team's ticket count. The area between 
the Warehouses [B] and Refilling Station [C] is always a deadly kill zone. So instead of grinding against these two control points, consider 
working the perimeter of the map by capturing the Construction Site [A], Offices, [Dj, and Army Outpost [E]. Capturing and defending these 
flags is much easier, and results In fewer casualties, which helps to ensure that your team has the most tickets at the end of the round. But 
like any B4-p!ayer match, the battle is very fluid, so be ready to alter your game plan accordingly. The key is capturing and defending control 
points the opposing team has inexplicably abandoned. 
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The US team starts this battle at their base on the east side of 
the map, far from the nearest control point. Fortunately, there are 
plenty of vehicles available to transport the team to the map’s 
center. So if you’re driving or flying, make sure your vehicle is 
filled to capacity before leaving the base — otherwise it s a long, 
dusty hike for any teammates left behind. The UH-1Y Venom is 
the best way to quickly move troops to the control points. Fly it 
over the Construction Site [A], Warehouses [B] and Offices [D], 
and drop one soldier at each location in an attempt to beat the 
RU team to these critical flags. Once captured, reinforce these 
control points [particularly the Warehouses] with the Ml Abrams 
tanks. Use the tanks and AH-1Z Viper to counter the RU team's 
T-90AS, while the Super Hornets provide air cover and attack the 
enemy jet and helicopters with heat-seeking missiles. The vehicles 
spawning at this base make tempting targets for the RU team's 
jets and helicopters. So utilize the provided LAV-AO and CenturiDn 
C-RAM to deter such attacks, particularly at the start of the round. 
Later, the LAVAO is best deployed with the tanks, helping to 
provide air defenses near the central control points. In this match, 
no tanks are spawned by the control points in the center of the 
map. So as the round commences, don't forget to spawn back at 
the base to bring tanks and other vehicles to the front lines. 
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The RU Base is located on the far west side of the map, 
several hundred meters from the nearest control point. So it's 
important to make the most out of the vehicles provided to 
transport the team to the control points. If you find yourself 
without a vehicle, immediately ask teammates for a ride before 
they leave the base. The KA-60 Kasatka transport helicopter 
is the best way to move multiple troops to the map's center. 
Use this helicopter to drop troops [by parachute) at the Filling 
Station [C], Warehouses [B], and Army Outpost [E] controf 
points. But a few infantry won’t last long against the onslaught 
of US tanks, so act quickly to reinforce the control points 
with the T-9DA tanks while the Mi-28 Havoc provides close air 
support. At least one of the SU-35BM jets should assume the 
role of a fighter and shoot down the US jets and helicopters. 
Air cover is particularly important during the opening moments 
□f the match, so get fighters in the air and man the Pantsir-31 
and Tunguska-M to counter attacks by the US jets. During the 
course of the battle, spawn back at the RU base periodically 
to bring ground vehicles forward to help attack and defend the 
central control points. The control points provide no tanks, so 
the team that masters of the logistics of moving tanks forward 
has the upper hand in this battle. 


PRIMA Official Game Guide 


1S1 















Growler fTV [1] 


The Construction Site [A] is the easternmost control 
point, well within easy striking distance of the US Base. 
As a result, the US team is likely to capture this flag 
first But after the early moments of the round, this 
control point is very much up for grabs. \A/hile it's the 
closest control point to the US Base, it's by no means 
adjacent So unless the US team is constantly defending 
this iocation and reinforcing it with vehicles, it's relatively 
easy for the RU team to steal it The flag is located in a 
parking lot outside an office building. Once captured, the 
Construction Site is relatively easy to lock down by any 
squad willing to stay put Defenders can deter vehicle 
attacks by placing mines and C4 around the flagpole. 
The nearby two-story office and partially constructed 
buildings across the road to the east provide excellent 
views of the flag so defenders can pick off attackers. 
However, the office building can be destroyed, so you 
may want to seek better cover If you come under heavy 
bombardment Dutside their base, the Construction Site 
is the only control point that spawns a vehiclg for the 
US team — the RU team gets nothing here. While the 
Growler ITV spawned here isn't a game changer, it's 
useful for Jaunching raids on distant control points — 'try 
stealing the Offices [D] or Army Outpost [E], 




RU CONTROL RESPAWN TIME 


As the central control point, the Warehouses [B] are 
the most contentious site on the map. At the start 
of the round, both teams should attempt to capture 
this flag early. The transport helicopters spawned at 
each base are the best way to take control of this 
site quickly. Load a chopper with troops, then fly low 
and fast, dropping troops on the rooftop of the large 
warehouse near the flag. While infantry can capture 
this flag, if takes tanks and close air support provided 
by heiicopters and jets to defend it. The flagpole is 
located outside the large warehouse; tanks and other 
ground vehicles can camp in it's capture radius. So 
it you're attacking on foot, always approach from 
the warehouse interior. It's possible to capture and 
contest this flag from inside the warehouse. This 
beats lying prone next to the flagpole. With so many 
possible approaches, it takes a dedicated squad of 
defenders to patrol the warehouse and ferret out any 
opponents attempting to convert the flag from within. 
Infantry are also effective outside. They can utilize the 
surrounding rooftops and catwalks to spot incoming 
vehicles and troops. A T-UBS motion sensor planted 
near the flag is a great way to monitor enemy traffic. 
Spotting enemies can be a full-time job here, so find a 
good elevated spot and simply call out the locations 
of hostile forces to help direct attacks by your team's 
air units. Dr better yet, use a SOFLAM to paint enemy 
vehicles for guided munitions tired by friendly tanks, 
helicopters, and jets. 
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Located on the west side of the map, this massive 
industrial facility is closest to the RU Base. While 
e RU team has the best chance of capturing 
the Filling Station [C] early, there's no guarantee 
II be able to hold onto it, especially if it's 
left undefended. The flagpole here is located on 
an open piece of asphalt surrounded by three 
explosive tanker trucks, it's a good idea to destroy 
tanker trucks upon arrival because you don't 
them to explode while you're attempting 
to capture the flag, especially if you're an foot, 

With minimal cover nearby, this is a control point 
best captured and contested by tanks. However, 
infantry can play a large role in defending this 
flag. Given the likelihood of heavy vehicle traffic 
around the flag, mines and C4 are vep/ effective. 
The surrounding structures and catwalks also 
offer great elevated vantage points of the flag that 
are ideal tor scoring hits on attacking infantry and 
vehicles. Regardless of which team you’re playing 
□n, make an effort to reinforce this control point 
with tanks spawned at your team's base. 


Located just north of the Construction Site [A], 
this control point at the Offices (□] shares a very 
similar configuration as its neighbor. The flag here 
is posted just outside the front door of an office 
building. This allows infantry to hide inside the 
building while capturing and contesting the flag. 

But the concrete office building will not hold up to 
heavy bombardment. The tall, partially constructed 
buildings to the west offer a great view of the flag 
as well as the surrounding control points. Recon 
troops posted here can snipe and spot targets as 
tar away as the Army Dutpast [E] to the far west. 

So if you want to be a forward spotter for aircraft, 
this is an excellent position from which to use the 
SOFLAM. However, infantry in these tall buildings 
cannot prevent the capture of the flag at the Uffices 
and must leave their perch it they wish to conteet 
the flag, particularly if enemy troops are hiding in 
the office building. A T-UGS motion sensor planted 
near the flag can serve as a great early warning 
system to alert you when enemy troops are in the 
area. Despite the close proximity to the US Base, 
the Offices control point is likely to change hands 
frequently during the course of the battle unless it's 
properly defended, in a 64-player game, there's no 
reason why any captured flag should be abandoned. 
So convert this flag and dig in! 
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The Army Outpost [E] is the closest control point to the 
RU Base, and it is relatively easy for the RU team to 
capture it in the early moments of the match. Use a VDV 
Buggy spawned at the RU Base to rush to this control 
point and secure it before the US team can. The Army 
Outpost serves as a good forward base for the RU team 
because if provides them with an e)ctra VOV Buggy that 
is ideal for raiding the other flags. Simply having a spawi 
point near the heart of the battle is a huge benefit. But 
don't expect enemy troops to be intimidated by the Arm’^ 
Outpost's guard towers and perimeter fence. Make sure 
at least one squad hoids back and defends the flag. The 
flagpole is located near the center of the outpost and 
can be accessed from any direction by vehicles and 


flag, hide in the nearby trailer to the south. Instead of 
guarding the perimeter, defenders here should center 
their efforts around the flag itself, planting mines and C4 
around the flag while performing routine patrols of the 
capture radius. But make sure you find adequate cover, 
as this control point is a popular strafing target' for jets 
and helicopters. Engineers armed with IGLA or Stinger 


from, with few line-ef-sight obstructions. 
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The Dperation Firestorm Rush maf^ offers a variety of action, including heated tank duels, tense dogfights, and frantic close-quarters 
infantry engagements. With only three zones to defend, the RU team has their work cut out for them. Their best chance is to deny the US 
team entry into the refinery facility by blocking them at the Filling Station. The desert to the west is the perfect kill zone for tanks and jets 
loaded with air-to-ground ordnance. Therefore the US must rely on speed and flanking maneuvers to establish a presence near the first,two 
objectives. As the action moves to the Warehouses and Construction Bite, both teams must adapt their tactics, relying more on infantry 
than vehicles to attack and defend the remaining M-COM stations. 
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M-CDM Station A is located beneath the large refinery structure and 
can only be accessed by infantry. The tight quarters and multiple 
entry points make this a tough objective to attack and defend. 

In addition to defending the perimeter of the structure, the RU 
team must constantly post troops down here to fend off sneaky 
attacks. Unless defenders keep eyes on the objective, the US has 
a relatively easy time sneaking in here and planting a charge. But 
a dedicated squad of defenders scattered around the objective 
has an easy time ambushing attackers — consider placing a Radio 
Beacon here to maintain a constant presence. Regardless of which 
team you're on. prepare for close^quarters combat Shotguns, 
submachine guns, grenades. Claymores, and C4 are very effective 
here. The attacking team may also want to deploy smoke around 
the objective before attempting to the plant the charge. The nearby 
staircase Is a popular overwatch position, so be sure to sweep It 
for enemies before approaching the objective. 



This objective sits out in the open on the south side of the Filling 
Station and it is surrounded by catwalks and other elevated vantage 
points that defenders can utilize to spot and engage attackers. Uf 
the two objectives, the RU team has the easiest time locking down 
M-GDM Station B. if well defended, the RU team can hold out here 
indefinitely. In addition to posting infantry around the Filling Station's 
upper levels, defenders should also rely on their tanks to lend their 
devastating firepower to this defensive effort. As a result, the US 
attackers should prepare for an absolute war. Vehicle support is 
essential here, so get the Ml Abrams tanks near the objective in an 
effort suppress the RU tanks and infantry. Meanwhile, move troops 
into the poncrete building west of the objective. This structure 
serves as a great staging area for attacks on the M-COM station. 

But the building can be destroyed, so be ready to find a new staging 
area if the structure collapses. While the tanks suppress and distract 
enemy units, pop smoke on the objective and plant a charge. 
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The US ground forces start their assault from the 
desert on the west side of the map. This is where the 
Growier iTVs and Ml Abrams tanks spawn, along with 
infantp/. The A-10 Thunderbolt spawns on the runway 
to the south. So if you want to fly the Thunderbolt, 
spawn directly into the pilot's seat from the spawn 
screen instead wasting a vehicle by driving south to 
the runway. Given the open terrain, the US deployment 
area Is vulnerable to strafing attacks by the RU team's 
SU-25TM. So either post engineers armed with Stinger 
missiles nearby or use the A-1D (armed with heat-seeking 
missiles] to counter attacks on the team's ground units. 
The A-1Q is also needed to target the RU team's T-9QA 
tanks at the Filling Station. But the Ml Abrams tanks 
remain the spearhead of this assault, so keep them 
healthy by repairing them frequently, even if it means 
temporarily halting the advance. The fast-moving Growler 
ITVs are great for flanking attacks approaching from the 
north or south of the Filling Station— this is the fastest 
way to sneak troops inside the facility. Once at the Filling 
Station, deploy a Radio Beacon to give your squad a 
spawn point near the objectives. 
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The RU team deploys on the east side of the Filling 
Station, near the Warehouses. But there's little time 
to spare at the start of the round, so move the T-SOA 
tanks toward the objectives. The BU-25TM spawns 
at the airstrip to the far east, so get it in the air and 
commence strafing runs on the approaching US 
tanks, The US usually attacks from the open desert 
to the west. This allows for some long-range tank 
duels. So keep your tanks healthy by surrounding 
them with engineers. The spawn time on the US 
tanks is considerably less than the spawn time for 
RU tanks, so it's extremely impertant to keep the 
T-BDAs fully repaired. But tanks alone cannot defend 
the objectives. So scatter troops around the Filling 
Station, making use of the various catwalks and other 
elevated positions to gain vantage points on the 
M-CDM stations. Watch out for US troops performing 
quick raids on the objectives using their Growler 
ITVs. Be sure to spot incoming vehicles and do your 
best to hunt down the occupants before they can 
establish a presence at the Filling Station, 
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M'CDM Station A is located on the floor of the northwestern warehouse. 
The surrounding offices, stairways, and catwalks offer excellent cover 
positions for defenders and attackers alike. However, it's the RU defenders 
who stand the best chance of reaching this location first and securing 
it. Given the large size of this buiiding, it takes at least two full squads to 
defend the Interior. This is preferable to guarding the exterior, as it allows 
more cover and concealment while offering a clear view of the objective. 
This is a tough nut to crack for the US attackers, who must rely on the 
element of surprise and brute force to destroy this M-COM station. Blast 
holes in the warehouse's exferior wails to make your own entrances in an 
attempt to catch the defenders off guard, it manpower allows, perform a 
thorough sweep of the warehouse before planting the charge. In any case, 
always deploy smoke on 1he M-COM station to conceal the assault 


This objective is located on the ground floor of the southern 
warehouse and it provides the RU team with a second chance to halt 
the US attack. However, due to the M-COM station's position near 
the southern exterior wall, the US team has a slightly easier time of 
reaching this ohjective. Instead of attacking through the warehouse, 
the US team should approach from the south and blast holes in 
exterior walls near the objective. This allows them to gain quick 
access to the M-COM station and plant a charge. For this reason, 
defenders^ should cover the interior as well as the exterior. If this is 
the last objective standing, the RU team should park the T-9UA on the 
south side of the warehouse to deter such flanking attacks. This also 
allows the tank to cover the M-COM station directly by firing through 
the warehouse windows or existing holes in the exterior wall. 
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NAME 
QUANTITY 
RESPAWN TIME 


Growler ITV 


1 


20 sec. 











Ml Abrams 


1 


30 sec. 




A-10 Thunderbolt 


1 


40 sec. 


Having established a foothold on the 
refinery facility, the US team depioys 
from the Filling Station in this phase of 
the battle. The attack on the objectives 
at the Warehouses to the west requires 
a greater reliance on infantry tactics 
since the M-COM stations are located 
inside buildings. However, the vehicles 
still play a supporting role, particularly 
during the advance. Use the Ml and A-10 
to attack the RU team's T-90A, while 
infantry rush west to infiltrate the two 
Warehouses. When advancing toward 
the objectives, look for opportunities 
to flank and enter the Warehouses 
from the north and south instead of 
performing a predictable frontal assault 
from the west. The Growler ITV is great 
for launching quick flanking attacks that 
allow you to evade the RU team's tank 
and secure a foothold near or inside one 
of the warehouses. 
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The objectives here are located inside 
the large warehouses, giving the RU 
team a significant advantage. However, 
it takes at least two squads to secure 
the interiors of these massive structures. 
While a majority of the team should focus 
on defending the Warehouse interiors, 
the rest of the team should cover the 
approach from the Filling Station. GIvSn 
the large number of buildings and 
structures, performing ground attacks 
here is difficult for the SU-25TM. So in 
this stage, use the jet to primarily counter 
the US A4D, shooting It down with heat- 
seeking missiles. Meanwhile, use the 
T-90A to halt advances by the Ml and 
Growler ITV. While the Ml poses the most 
direct threat, the Growler ITV serves as 
an effective transport for the US team. 
Fortunately it can't sustain much damage, 
so blast it as soon as you see it racing 
toward the Warehouses. 
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M-CDM Station A is iikeiy the first objective to come under attack. 
However, the US team is better off attacking this objective after 
M-COM Station B has been destroyed, Located farthest from the RU 
deployment area, it's much tougher for the defenders to reinforce 
this location than if is the warehouse to the south. Surrounded by 
stacks of shipping containers, this objective offers plenty of cover for 
attackers and defenders, Therefore, the RU team should work hard to 
prevent the attackers from infiltrating this area. Establish a perimeter 
covering the western, northern, and southern approaches, even if 
it means hiding among the containers. The two-story building to the 
east offers a great view of the M-COM stationfsharpshoeters can 
pick-off attackers from long range. Since the objective is completely 
exposed from the east and west, attackers should always deploy 
smoke before attempting to plant a charge. Each team's tanks can 
play a big supporting roie in securing this location, so don't forget to 
move your team's tank forward to assist in this battle. 



Housed within the large warehouse to the south, M-CDM Station B 
offers the RU team one last chance to improve their close-quarters, 
combat skills. Spawning only meters away, the RU team should have 
no problem securing this warehouse for the duration of the match. 
Two squads posted inside the warehouse should have little problem 
dealing with attackers. Fortify the exterior of the warehouse, too. 
Consider parking the T-9DA on the north side of the warehouse so 
it can adequately cover both objectives. While the M-CDM station 
IS easily accessible through the large doorway on the north side, 
attackers are better off infiltrating the warehouse from the south, 
hopefully catching the defenders by surprise. With infantry pushing 
from the ^outh and the Ml attacking from the north, the US team 
has a good chance at locking down the warehouse and planting the 
charge on the abjective. But reinforcements from the nearby RU 
deployment area always pose a threat, so move quickly to prevent 
the RU team from retaking the warehouse. 
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The Warehouses serve as the final 
deployment area for the UB team. With 
only one tank and an A-10, the US team 
must advance on the Construction Site 
and destroy the last two M-COM stations. 
As In the previous stage, the vehicles play 
more of a supporting role in this zone; 
they help secure the area around each 
abjective so infantry can plant charges. 
Unfortunately, no transportation vehicles 
are provided, so US infantry must cross 
the sparse no-man's-land between the 
Warehouses and the Construction Site. 
During this advance, the M1 and A-10 
serve as excellent distractions that help 
pin and draw fire from the defenders 
while the infantry Inch their way toward 
the Construction Site. Once a secure 
position near the objectives has been 
established, immediately deploy Radio 
Beacons to provide nearby spawn points 
for squad members. 
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This is the end of the line for the RU 
team. They must defend at least one of 
these two M-CUM stations or face defeat 
Immediately following the destruction of the 
objectives at the Warehouses, move into 
action to defend the final M-COM stations. 
Post at least one squad around each 
objective while the rest of the team forms a 
defensive line to the west The undeveltJped 
area to the west is a great spot to ambush 
advancing US troops. Position troops along 
the northern and southern sides of this 
strip of land and flank the attackers as 
they sprint toward the objectives. Thanks 
to the lack of nearby buildings, a good SU- 
25TM pilot can score some easy kills here 
by strafing with the cannon and rockets, 
Denying the attackers a foothold at the 
Construction Site is the best way to wear 
down their advance and give the RU team 
a better chance of holding out long enough 
for 3 victory. 
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SQUAD RUSH 


us DEPLOYMENT 


RU DEPLOYMENT 
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In Squad Rush the action is centered around more objectives located in warehouses. While most otthe fighting in the warehouses takes 
I. place at close to intermediate ranges ideal for shotguns and submachine guns, the outdoor approaches feature long sight lines best suited 

for assault and sniper rifles. So when attacking, discuss ioadouts with your team and mix things up — you can't go wrong with carbines and 
assault rifles. The defending squad should primarily focus their efforts around the objectives, making close-range firearms, Claymores, and 
C4 the weapons of choice. 



This objective is in 
Station B from Rush mode, 
squad and no vehicle support, attacking and 
defending this objective is a little different. The 
defenders shouldn't bother trying to cover all the 
warehouse entry points. The structure is simply 
too large far four players to adequately cover it. 
Instead, hide inside the warehouse and take up 
elevated positions where possible to camp the 
M-COM station. When playing as the US, always 
attack from the south side of the warehouse. 
Consider taking up jbositions in the office beTiind 
the objective and picking off defenders hiding 
inside the warehouse. At the earliest opportunity, 
deploy smoke on the objective and plant the charge 
while preparing for the inevitable RU counterattack. 
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This is another M-COM station carried over from 
Rush mode. It is located in the warehouse at the 
Construction Bite. Once again, both teams must 
deploy close-quarters infantry tactics to establish 
and maintain control of this large structure. For 
the US, a popular attack route is from the north 
side, where the objective can be easily accessed 
through the large door. The RU team should 
prepare for such an attack by deploying at least 
one squad member on the north side — ^the two- 
story building directly north of the warehouse is an 
awesome cover point for recon troops. But instead 
of trying to predict the US team's point of entry, 
the rest of the RU squad should focus on covering 
the objective from within the warehouse. While 
the northern approach is often effective for the 
US team, try a different approach if the opposing 
squad has your number. Oftentimes a sneak attack 
from the south is a good way to get the jump on 
the defenders. 



SqUAD DEATHMATCH 



~he map in Squad Deathmatch is restricted to the areas around the 
.'.'arehouses and Construction Site. There are four large warehouses 
" this area, which make for some chaotic interior fightfights. With 
~^e IFV spawning at one of four spots on the perimeter, squads often 
seek shelter in the warehouses to avoid getting wiped out. But this 
often puts them in close contact with opposing squads. So come 
c'epared to do battle at dose range. Engineers armed with carbines 
=nd rocket launchers are well suited for countering most threats 
cn this map. Unless your squad occupies the IFV, avoid moving 
nrough the undeveloped area between the Warehouses and the 
Construction Site. With little cover to hide behind, this area is often 
camped by snipers firing from warehouse windows and rooftops to 
me east and west. While it may seem like a good idea to stay put 
■side a warehouse and blast any opponents who enter, chances are 
your squad won't score enough kills to maintain the lead. Bo if this 
safe tactic doesn't work in your favor, begin moving around to seek 
cut new prey, 


Looking for more warehouse combat? In Team Deathmatch, the 
action is centered around the three warehouses in the center 
of the map. In this case, pre-round communication is essential 
to determine where yeurteam will held out it's strongly advised 
to pick a warehouse or two and use them as forts. This allows 
your team to stay put and go on the defensive, picking off any 
opponents unlucky enough to wander into your team’s zone of 
control. But such a game plan requires discipline and teamwork. 
In such a transient game mode, convincing teammates to stay 
put is difficult. But if your team is more interested in winning 
than accruing personal stats, a defensive strategy is the best 
way to come out on top. It certainly beats wandering around the 
map hoping the individual skills of your teammates are enough to 
achieve a victory. 
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OPERATION METRO 




As part of a bigger US invasion force, your mission is fo help 
the French to retake Paris. Your attacking piatoon is supporting 
a French paratrooper force that wiii try to surprise the Russians 
by air-dropping behind enemy lines. Reports indicate the French 
Air Force is suffering heavy casualties due to a series of anti-air 
batreries around Chardonnay Park, With limited air support, the 
French are having a hard time mobilizing enough forces into the 
central districts of Paris, 

Heavy fighting is expected as US forces push to secure the 
financial district in central Paris. Russian anti-air emplacements 
in the outskirts of the park are likely to be the first target as US 
Marines attempt to gain control of the airspace ahead of the main 
ground assault. 


primagames.com 











S-T.t 





























CONQUEST AND CONQUEST 64 


^TICKET HAL 


PLATFORM 


RU BASE 



r .-'-*. ''': -| 








The Conquest and Conquest B4 
maps are identical in Operation 
Metro, with the same control 
point layout. The only difference 
between these game modes is 
the number ef players allowed 
on the map. 

This is a linear tug-of-war style 
Conquest match, with three 
control points lined up from 
north to south. With only three 
flags up for grabs, your team 
must capture and hold at least 
two control points to drain the 
opposing team's ticket count. 
The US team should try to hold 
the Platform [C] and Ticket 
Hail [B]. By building up a line of 
defense at the Ticket Hall [B], 
the US team can lock down the 
entire metro station by covering 
the three entry points to the 
south, all while bleeding the RU 
team's tickets. The RU team 
is best served by capturing all 
three control points, and forming 
their line of defense at the 
Platform [C]. This allows them 
to ambush US troops in the dark 
tunnels north of the Platform 
[C]. But even if the Platform [C) 
falls to the US, the RU team can 
establish a solid defense at the 
Ticket Hall [B] to hold out for the 
win. Regardless of which team 
you're on, prepare for a mix of 
close-quarters and intermediate- 
range infantry combat. So 
make sure your squad has 
a wide mix of weapons to 
engage opponents In a variety 
of environments. As in any 
Conquest match, your team's 
ticket count is crucial, and in 
a tight match, assault troops 
equipped with defibrillators can 
make all the difference. 
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In both variants of Conquest, the US team starts 
the match in the tunnels near the park. There are 
two tunnels running parallel to each other, both 
leading toward the nearby Platform [C] control point. 
The eastern tunnel is the widest, offering quick, 
direct access to the Platform [C]. There are plywood 
barriers on the southern end of the eastern tunnel 
that can be destroyed. However, it's best to keep 
these sheets of plywood in place to deny the RU 
team long sight lines down this tunnel. The western 
funnel is a narrow maintenance shaft that drops 
down onto the western subway tracks. This is offers 
a sneakier way fo reach the Platform [C], but it can 
also be a popular spot for opponents looking for 
an easy ambush. So always proceed with caution 
when dropping down onto the tracks — smoke 
can help conceal your squad's descent from the 
maintenance shaft. Within each tunnel are a variety 
of side passages that are useful for avoiding snipers 
and other opponents posted to the south. Despite 
the multiple paths, the US team should work hard to 
avoid spawning here. If the RU team takes control 
of all three control points, they have an easy time 
locking down both tunnels, denying the US access 
to other spawn points. Therefore it's extremely 
important that US team captures and holds the 
Platform [C] throughout the course of the match. 
Otherwise the advance through the tunnels can turn 
into a bloodbath favoring the RU team, 




The RU team deploys from their base in the Finance 
Ministry building on the south end of the map. If 
you spawn inside the building, don't feel bad about 
shooting out the windows to escape. With the Cafe 
[A] control point located directly across the street 
to the north, the RU team has no problem securing 
their first control point. But capturing one control 
point Isn't enough. The RU team must continue 
pushing north into the metro station to secure the 
Ticket Hall [B] before they can go on the defensive. 
If the Ticket Hail [B] falls to the US, they'll have 
an easy time locking down the entire station by 
covering the three entry points. In addition to 
the Ticket Hall [B], the Cafe [A] should always be 
defended, too. If the US manages to capture all 
three control points, the RU team will have a tough 
time simply getting out of the Finance Ministry ' 
building without getting gunned down by US troops 
positioned in the buildings to the north surrounding 
the Cafe [A], If your team does find itself under 
siege by the US at the RU Base, instead of grinding 
against the Cafe [A], sneak around the streets to 
the east or west to try to secure a control point in 
the metro station. Although the layout of this map 
is rather linear, there are always flanking paths 
available that are less likely to be covered by 
Opponents. 
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The Cafe [A] control point is sandwiched between the RLl Base and 
the metro station's southern entrance. This becomes a high-traffic 
area whenever the US team holds the Ticket Hall [B] and the RU 
team holds the Cafe [A). Given the close proximity to their base, the 
RU team stands the best chance of holding onto this control point 
throughout the battle. But the chance to lay siege to the RU Base may 
prove tempting to the US team, so the RU team should never take 
this control point tor granted. The flagpole is relatively unprotected, 
standing as it does between two large buildings to the east and west 
But the flag's capture radius is very large, so it can he captured 
and contested from within the surrounding buildings. As a result, 
the buildings are a great place tor attackers and defenders to hide. 
Consider deploying a Radio Beacon in one of these buildings to give 
your squad a spawn point near the flag, regardless of which team 
controls the Cafe [A], Both buildings offer access to multiple floors. So 
use the upper floor windows to keep an eye on the flag as well as the 
approaches from the RU Base and metro station. 



In the center of the map, the Ticket 

control point in this battle, requiring constant attention by both teams. In the 
footrace to reach the flag at the start of the match, the RU team has a slight 
advantage. But players on both teams should perform a continuous sprint to 
reach this location before the opposing team takes control. Even if you reach 
this spot first, your opponents won't be far behind, so drop prone and find a 
good cover position within the flag's wide capture radius. Regardless of which 
team captures the flag first, it's likely to change hands several times. When 
defending here, seek cover along the perimeter, preferably on the eastern 
and western sides of the flag. It the opposing team is advancing from the 
north, it's strongly advised to defend all the escalators and the stairway to 
northwest— these are the only access points to the station's upper level and 
serve as great choke points. When defending attacks from the south, utilize 
the metro station entry points. There are three entrances into the station to 
the south, east, and west. By locking down each of these entrances, you 
prevent the opposing team from even gaining a toothoid within the station, 
effectively blocking access to the Ticket Hall [B] and Platform [C], 



Although the Platform [C] is relatively close to the US Base, It s not 
necessarily safe from capture by the RU team. By holding this flag, 
the RU team not only blocks access to the other control points, but 
they can also iay siege to the UB Base and ambush advancing troops 
as they move through the dark tunnels to the north. For this reason 
alone, the US team must work to capture and secure this control point 
throughout the match. The flag here is positioned in the middle of 
the station platform. When attempting to capture or contest the flag, 
instead of gathering at the base of the flagpole, spread out and hide 
in the nearby maintenance passage to the north or within the subway 
cars to the east and west. Given the flag's wide capture radius, 
there are plenty of hiding spots for both attackers and defenders. 

So pay close attention to the circular flag status icon on the HUD to 
determine whether enemy troops are present. 
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ZONE 2 


ZONE 3 


ZONE 4 


US DEPLOYMENT 


RU DEPLOYMENT 


Prepare yourself for a frantic 
fight through four distinct 
zones centered around a metro 
station in the heart of Paris. 

Like the other game modes tor 
this map. there are no vehicles 
available in Rush mode, so it's 
up to infantry to attack and 
defend the objectives on their 
own. Starting in the park to 
the north, the battle continues 
through the metro station before 
the RU defenders make their 
last stand in the city streets 
to the south. The combat in 
each zone differs drastically, so 
prepare to alter your classes, 
loadouts, and tactics based on 
the environment. For example, 
engagements In the park tend 
to take place at intermediate to 


□ng range, making recon and 
assault soldiers quite effective. 
Meanwhile, support and 
engineer troops armed with light 
machine guns and carbines are 
successful during the firefights 
in the metro station. The team 
that manages to adapt to each 
unique environment stands 
the best chance of achieving a 
victory here. So If things aren't 
going your team's way, perhaps 
it’s time to switch weapons and 
tactics. 
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ZONE 1: PARK 



M-COM Station A is located on the east side of the park, in a small 
plaza near a mobile radar dish. With the exception of some small 


concrete blocks on the north side, there is very little cover around 
the objective. Therefore, both teams must work hard to secure the 
area around the M-CDM station before attempting to arm or disarm 
a charge. When attacking as the US team, try sneaking around the 
east side and huddling near the radar dish before moving in on the 
objective. The RU team usually reinforces this position from the 
nearby footbridge to the south. Hiding near the radar dish allows you 
to flank these reinforcements. The RU team has the easiest time 
defending here if they maintain a solid presence on the north side of 
the objective, if the US team secures the plaza north of the footbridge, 
always flank from the east to catch them by surprise — avoid crossing 
the bridge. Regardless of which side you're playing on, always deploy 
smoke on this objective and remain prone while attempting to set or 
disarm a charge. Otherwise you'll be an easy target to pick off. 



Th is objective is located within a playground on the west side cf 
the park. Compared to M-COM Station A, there is quite a bit of cover - 
surrounding this objective, including a high metal wall to the west, a 
radar dish to the east, and a low sandbag wail to the north. Once the 
area surrounding the playground has been secured, US troops have 
little trouble planting a charge on the objective. The RU defenders should 
position themselves along the rocks to the south and east to get a good 
vantage point on the northern approaches to the playground as well as 
the objective. The trees and rocks to the north of the playground also 
provide a good defensive position, allowing the RU team to cover the 
western footpaths. For the US team, it’s best to avoid a frontal assault 
here, espepially once the defenders have had t‘me to get settled. So 
look for flanking opportunities from the east, a maneuver that is best 
accomplished once M-COM Station A has been destroyed. But if you can 
rout the defenders around the objective, rush toward the objective and 
plant a charge while preparing tor counterattacks from the south. 
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At the start of the battle, US troops deploy on the 
north end of the park. There are no vehicles at this 
deployment area or any other locations in this Rash 
match. The RU team doesn't have any vehicies 
either, so both teams are on an even footing. 
However, the RU team has the benefit of defending 
static locations; they can take cover and hide 
around each objective. With the exception of some 
trees and large boulders, the park is relatively open, 
with long sight lines stretching from north to south. 
So stay low as you advance from one piece of 
cover to the next, slowly working your way toward 
the objectives. Running flat out toward an objective 
is suicide here, so calm down and take it one meter 
at a time, if you come underfire, immediately drop 
prone and crawl to the nearest piece of cover. 

Don't attempt to retaliate— you'll be dead before 
you locate your attacker. Also, try to avoid the 
paved footpaths, as they offer little cover. Given 
the tough advance in the park, you should deploy 
Radio Beacons to the south to give your team's 
squads spawn points closer to the objectives. At 
the very (east, use squad spawning to stay close 
to the action. 


The RU team deploys on the south side of the park 
within a few meters of the objectives. Despite 
starting close to the objectives, the RU team must 
act quickly to establish a defensive perimeter. It's 
an absolute footrace at the beginning of the round 
as both teams rush toward the M-CQM stations, so 
make sure your team spreads out and covers both 
objectives. It's important that squads cover the low 
area on the west side of the park to defend M-COM 
Station B as well as the high ground to the east 
to cover M-CDM Station A. Although the objectives 
are relatively close to one another, the elevation 
differences in terrain make it difficult to cover both 
from any one position. So when playing as squad 
leader, pick an objective for your team to defend 
and stick with it. Recon troops are ideal here, 
as they are capable of scoring long-range kills. 
Support troops, armed with light machine guns, are 
also very effective at suppressing and ultimately 
slowing the US advance. This is crucial at the start 
of a match, so lay down some heavy fire to send 
the US troops scrambling for cover while your 
team moves into defensive positions around each 
□bjactive. Remember, when firing sniper rifles or 
light machine guns, always drop prone and use a 
bipod for increased stability. 
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□f the two objectives in this zone, M-CDM station A is the most defensible. 
Located in a restroom on the Platform, the objective can only be approached 
from two narrow doorways on the east and west sides. There are a 
couple of ways to defend this location. If manpower allows, it's best to 
cover both doorways from outside the restroom. But this requires careful 
cDordinafion. The most direct option is to cover the M-CDM station from 
within the restroom — post defenders in each corner to constantly watch 
both doorways. The pillar opposite the objecfive is also a good hiding 
spot; it helps absorb shrapnel from incoming grenades. In any case, US 
attackers should always expect to find at least a few defenders clustered 
around the objective. For this reason, always toss grenades (or C4] through 
the doorway before entering, and always enter with at least one other 
teammate. A simultaneous assault through both doorways is most effective, 



M-CDM Station B is nestled in a cramped storage area along the 
western wall of the metro station. It can only be approached from 
the narrow opening to the east and the stairway to the south. When 
defending this location, consider taking up position along the stairs. 
This allows you to keep an eye on the M-CDM station and flank 
anyone approaching it from the east Hiding near the abjective is 
less effective and makes you vulnerable to grenades. While attacking 
through the narrow opening to the east is the most direct path, it's 
safest In head up the escalators on the central platform and loop 
around to attack from the stairs south of the objective. This allows 
you to flank any defenders posted on the steps as well as spot 
anyone hiding near the objective. Securing this southern approach is 
vital when playing against a well organized team of defenders. 
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Immediately following the destruction of 
the previous M-CUM stations, a massive 
explosion rocks the south side of the 
park, leaving behind two massive holes 
in the ground. Each hole in the ground 
leads into a separate tunnel of the 
subway system. The US team deploys 
outside, just north of these tunnel 
entrances. The tunnels are parallel to 
each other and ultimately lead to the 
Platform area of the metro station. 
However, those wishing to attack 
M-COM Station A should use the eastern 
tunnel, while those attacking M-CUM 
Station B should travel through the 
western tunnel. Both tunnels are very 
dark and filled with smoke, making the 
advance extremely dangerous especially 
if wail-defended, To gain the upper hand, 
consider equipping a Tactical Light er 
Laser Sight to blind your opponents. If 
unlocked, the IRNV IR lx scope is also 
very effective; with it you can spot the 
infrared signatures of enemies hiding 
in the tunnels without giving away your 
position. 


The RU team deploys from the station's 
upper level, south of the objectives. 
After losing the objectives at the park, 
the RU team has a few seconds to 
establish their defensive perimeters 
around each objective. Division of labor 
is extremely important in this phase of 
the battle as the US advances down 
two separate tunnels. So make sure at 
least two squads cover each tunnel, 
while the remaining squads focus on 
covering the objectives. Ambushing 
the US troops in the tunnels is ven/ 
effective and can completely halt the 
enemy advance, but only if your squads 
maintain a constant presence in each 
tunnel. Radio Beacons and squad 
spawning are essential for maintaining 
forward positions in each tunnel. 

Hide among the rubble and within the 
subway cars to catch the attackers by 
surprise. Destroy the plywood barriers 
in the eastern tunnel to open a longer 
sight line for defenders positioned to 
the south, in addition to the tunnels, 
don't forget to cover the maintenance 
passage in the middle — ^this is a popular 
flanking path and should be patrolled or 
monitored with a T-UGS motion sensor. 










M-CQM Station A is positioned behind a counter in a small office on 
the east side of the Ticket Hall. While the counter provides excellent 
cover for players attempting to arm or disarm a charge on the 
objective, simply getting to this location can be dangerous. There's a 
long north-south sight line just outside the office to the west, where 
both teams score long-range kills. Anyone entering the office must 
cross this sight line. So if you need to get to the objective, deploy 
smoke outside the office to break this sight line and give yourself 
just enough time to race into the office. The office is surrounded by 
large windows and can also be watched from the alcoves directly to 
the north and south. These flanking positions are great for keeping 
an eye on the objective without exposing yourself to the chaotic 
firefights in the middle of the Ticket Hall. 


Because it is sandwiched between the turnstiles and maintenance 
corridor, the tight for M-CQM Station B is always intense, dominated 
by close-quarters combat. To reach this objective, the UB attackers 
must pass through one of two deadly choke points. The turnstiles to 
the east of the objective are always a good area to avoid since they're 
easily covered by defenders posted anywhere in the Ticket Hall. That 
leaves the maintenance corridor as the safest route. This passage 
can be accessed after climbing the western steps, and it provides a 
direct pattn to M-COM Station B. For this reason, it’s essential that the 
RU team defend this passage as well as the adjacent western steps. 
Shotguns, submachine guns, and grenades are ideal for both attacking 
and defending this tight corridor. The team that manages to control 
this corridor determines the fate of M-CQM Station B. 
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Now that the US team has secured 
a foethold within the metro station, 
they deploy from the Platform area, 
poised for the attack on the Ticket 
Hall, Advancing from the lower level of 
the tunnels to the upper level where 
the next objectives are located can 
be dangerous. Avoid the escalators at 
all costs. These narrow stairways are 
deadly choke points that are likely to 
be camped and booby-trapped by the 
RU defenders. The stairway to the west 
offers safest route to reach the upper 
level, but it is probably defended, toe. 
Therefore, only attempt the ascent when 
accompanied by a full squad or two. 
Once on the upper floor. Immediately 
seek cover in the maintenance corridor 
on the west side. Deploy Radio Beacons 
here and use the corridor as a staging 
area for attacks on the objectives. 
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In this stage of the battle, the RU team 
spawns at the station's entrance, just 
south of the Ticket Hall. This gives them 
just enough time to get into position 
before the US team rushes toward 
the objectives. The RU team holds 
the high ground here and should take 
advantage by covering the two sets of 
escalators and the western stairway. 

By locking down these choke points, 
the RU team can prevent the US from 
even reaching the upper floor. However, 
breaches in the forward line are likely, 
so form a second defensive line near 
the two objectives in the Ticket Hall. 

The western maintenance corridor is 
a popular hiding spot for attackers, so 
be sure to actively defend or at least 
patrol this area. Defenders posted near 
the turn styles have a clear view of 
the Ticket Halt — shoot out the glass 
between the turnstiles for a better view 
and easier north-south movement. The 
central ticket booth in the center of 
the Ticket Hall is also a good defensive 
position with a good vantage point on 
the areas around both objectives. 
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This Dbjectivs is housed within the Cafe directly south of the metro station, 
initially the Cate's windows are boarded up with large sheets of plywood. 

So attackers must destroy these barriers before hopping through a 
window— sustained small arms fire is enough to break the plywood sheets. 
The M-COM station is behind the Cafe's display case. While the upper 
floor windows of the building to the west offer great elevated views of the 
Cafe, defenders should also be posted closer to the objective to tend off 
flanking attacks from the east With so many potential hiding spots, it may 
be necessary to perform floor-by-floor sweeps of each building to root out 
attackers. Consider placing a T-UGS motion sensor near the ob[ective to 
locate enemy troops. When playing as the US, try to sneak into the cate from 
the south side, as it's less likely to be defended. Once inside, the display 
case provides adequate cover while you set the charge. Once the charge is 
set, defend the Cafe from within, blasting any defenders that rush inside. 


M-CDM Station B is in the street directly north of the Finance Ministry building 
where the RU team spawns. Although it's the objective farthest from their 
deployment area, the US team should try to take out M-COM Station B first. If 
this is the last standing objective, the RU team has an easy time defending 


it, thanks to their nearby deployment area. So early on, the US team should 
try to sneak up on this objective by flanking from the east or west while the 
bulk of the RU forces are gathered around the metro station and Cafe. The 
objective is located next to a white van in the middle of the street, which 
blocks views from HU defenders spawning attha Finance Ministry building. 
The nearby bus offers excellent cover from snipers posted in the buildings 
to the north. However, defenders posted along the street to the east and 
west have clear views of the approaches to this objective. Uffimately, it 
may require defenders posted near the objective to stop the US team from 
planting a charge — ^consider hiding in the bus to surprise attackers. 
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For the final stage of the battle, the 
US team deploys from the Ticket Hall. 
Before advancing an the last two 
objectives, the US team's first goal is to 
simply exit the metro station. There are 
three exits to choose from to the east, 
south, and west. The southern exit is 
the most heavily traveled and defended. 
Stepping out here leaves you open to 
attacks from all directions. The eastern 
exit is a little better, and you can sneak 
along the eastern edge of the map for 
stealthy, flanking attacks on M-CGM 
Station B. The western exit offers the 
most cover and is less likely to be 
watched by RU defenders. When exiting 
here, race across the street and take up 
positions in the upper floors above the 
Cafe where M-CDM Station A is located. 
Deploy Radio Beacons inside this 
building and use it as a forward staging 
area far attacks on the final objectives. 








The RU team deploys from the Finance 
Ministry building, only a few meters from 
M-COM Station B. Despite losing control 
of the park and metro station, the RU 
team has a good chance of holding off 
the US advance here. After losing the 
□bjectives in the Ticket Hall, quickly 
gather around the metro station's three 
exits in an attempt to contain the US 
attack. These three narrow exits serve 
as excellent choke points. Posting at 
least one squad at each exit is a great 
way to prevent the attackers from even 
leaving the metro station, in preparation 
for break-out attacks, pest a squad at 
each of objective as well. There are 
many defensive cover positions in the 
streets and buildings that are ideal tor 
containing the US attack. But securing 
a victory here largely hinges on wearing 
down the US at the metro station exits. 
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SQUAD RUSH 




Z0NE1 


ZONE 2 


US DEPLOYMENT 


RU DEPLOYMENT 


The Squad Rush variant of this map revisits some locations and 
objectives from the standard Rush mode, centered around the 
Ticket Hall and Cafe. Experience on Rush mode greatly aids you 
squad's performance here as It allo\ws you to become familiar with 
the different approaches to each objective. Prepare for a mix of 
ciose-to-intermediate range engagements here. While there are long 
sight lines around the Ticket Hall and Cafe, the action around each 
objective takes place at close range. So choose a versatile weapon 
like a carbine or assault rifle when selecting your class and [oad-out. 
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If you're familiar with Rush mode on this map, 
you'll recognize this is the same objective as 
M-CDM station B in the Ticket Hall. In this smaller- 
scaie variant, both teams should apply the sarne 
tactics to both attack and defend this locatiorfi 
With only four players, the RU squad has a tough 
time locking down the upper floor. So instead of 
covering the escalators and western stairway, 
center the defenses around the objective. Cover 
the western maintenance corridor and watch the 
turnstiles from within the central ticket booth to the 
south. For the US squad, it's still safest to advance 
through the western maintenance corridor. This 
allows you to avoid the turnstiles and sneak up on 
the objective from the west 
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0 utilizes the Cafe objective from 
Rush mode for the second stage of this battie. 
Although risky, the defenders can attempt to lock 
dow/n the metro station by covering the three exits. 
But with only four players, this can be difficult. 

It's much safer to focus on covering the Cafe. 

Post three defenders outside the Cafe to cover 
the western and southern approaches, while the 
fourth defender hides inside near the objective. For 
the US attackers, a cautious flanking maneuver 
from the east is strongly advised. Exit the metro 
station to the east and advance along the eastern 
perimeter before turning west and entering the 
Cafe through the southern windows. If any of the 
piywocd over the windows has been disturbed, 
assume that defenders are inside. Take this as 
your cue to begin the assault by tossing grenades 
through the windows. 










The park is the site of this Squad Deathmatch, providing a mix of 
lush terrain to carve up with your squad's weapons. There are no 
IFV spawn points on this map, so it’s purely an infantry battle, with 
the most skilled squad claiming victory. Given the open terrain of 
the park, there are not many advantageous locations from which to 
defend. But that won't stop recon troops from setting up camp and 
sniping opponents. As usual, avoid the paved footpaths and other 
□pen areas that lack cover, such as the pond to the west. Instead, 
methodically creep along the map's east side, using the trees and 
boulders for cover while training your weapons on opponents in 
“he center of the map. By keeping your backs against the eastern 
boundary, you can avoid being attacked from behind. 



In Team Deathmatch the action Is restricted to the metro station exit 
and Paris street on the southern end of the map. With no front line 
or objectives to rally around, the fight here can become frantic as 
players from both teams aimlessly wander around the map looking 
for opponents to shoot. Although it’s impossible to tell where your 
opponents will spawn, controlling the streets is a good way to give 
your team the upper hand. And the best way to control the streets 
is by occupying the two buildings south of the metro station. The 
upper floor windows offer great views of the streets to the north 
and south, as well as the plaza between the two buildings. Still, it 
takes teamwork to properly occupy and hold these two buildings. So 
don't leave the entrances undefended or else a single opponent can 
sneak tip behind teammates posted at the windows and steal their 
dog tags. If you want to avoid the streets, consider hiding out in the 
metro station; gun down any opponents who come charging through 
the entrances. In any case, try to find a defensible position and lock 
it down with the help of your teammates. 
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The American Invasion of Russian occupied Paris is in full motion. The 
upscale area in the 7th District of Paris serves as the battleground as 
the US attempts a bold advanoe aoross the Seine River. 

With \what can be described as a total disregard for collateral 
damage, LIS Forces are leading their attack on the Seine River area 
with the largest bombardment thus far witnessed in Paris. 

Although the objective is to push Russian forces out of the district 
and back beyond the historic corporate headquarters of a major 
French bank, US Marines will first have to navigate and control the 
urban areas and main roads in and around two key bridges over 
the Seine. 
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RU BASE 


The streets of Paris are the site of this intense urban battle as the US and RU team's fight for dominance. The position of the US Base on 
the south side of the Seine puts them at a potentially dangerous disadvantage, in a lopsided match, the RU team can secure al! the flags 
and contain the US team to the south side of the river by controlling the two bridges. Therefore the UB team must constantly struggle to 
maintain a presence on the north side ot the river. With four control points up for grabs, each team must hold at least three flags to begin 
draining the opposing team's ticket count. The US team should try to capture the Narrow Passage [A] and Market Avenue [B] control points 
early on followed by a push to secure the Back Streets [C]. Meanwhile, the RU team should capture the Back Streets [C], Monument Square 
(□], and Market Avenue [B] control points. None of the control points spawn vehicles on this map, but both bases provide their team with a 
tank. The tanks are best deployed as supporting vehicles and should never be driven headlong into a crowd of enemy infantry. Instead, hold 
back and attack from a distance where you're less likely to be flanked by enemy troops. 
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90 sec, 






The US feam deploys on the south side of 
Seine, not far from the two bridges that serve 
as the only access points the city's center. All 
of the control points are located on the north 
side of the bridges, meaning the US team must 
secure at least one flag to establish a spawn 
point on the opposite side of the river. If the RU 
team manages to hold ail the flags, they can 
lay siege to the US Base by locking down the 
two bridges — ^the US team can't afford to let 
this happen. Use infantry to capture the nearby 
Narrow Passage [A] while the Ml Abrams races 
to secure the Market Avenue [B] control point, 
□nee a flag is held, make sure at least one squad 
stays back to defend it. While the Ml Abrams is 
great for deterring attacks on control points, it's 
better deployed on offense because it's perfect 
for countering the RU team's T-90A. Keep the 
tank healthy by surrounding it with engineers. 

If the tank is destroyed, it eventually respawns 
back at the US Base, so don't forget to bring it 
forward to assist in the fight. 


RU BASE 



NAME 



QUANTITY 


RESPAWN TIME 







The RU team starts off on the north side of the 
map, near the large bank building. Like the US 
team, the RU team only has one tank in this 
battle leaving it up to infantry to handle most 
of the heavy tiffing, including the capturing of 
control points. Early on, RU troops should rush 
toward the Back Street [C] and Monument 
Square [□]. The T-90A should [oin the assault on 
Monument Square [D] to help secure the wide 
eastern street nearby. Urban environments are 
not ideal for tank warfare, so never rush off in 
the T-90A on your own. Make sure you're always 
surrounded by friendly engineers to conduct 
repairs. Although the RU team has only one tank, 
make an effort to keep it in the battle, even if it 
means spawning back at the RU Base to drive 
it to the front lines. In a tight match, the tank's 
awesome firepower can make all the difference 
by depleting the US team's ticket count with its 
main cannon and machine gun turret. The T^SQA 
is also the best option for defeating the US 
team's Ml Abrams. 
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The Narrow Passage [A] is situated along a narrow 
street on the west side ot the map, As the control 
point closest to the US Base, the US team has 
the easiest time capturing this flag early on. But it 
must not be taken for granted. It's important that 
the US team maintains a presence on the north 
side ot the river, and the Narrow Passage serves 
as an excellent foothold, providing a spawn point 
within striking distance of the other flags. The 
Narrow Passage [A] is closest to the Back Streets 
[C] control point to the north and easily accessible 
by the stairway in the building across the street. 
The flag here is located at the opening of a narrow 
alley along south side of the street, flanked by a 
stare and a garage— you can capture and contest 
the flag by hiding in either location. When possible, 
approach this flag from the southern alley, as 
the street may be covered by §harpsheeters 
positioned at either end. If you must attack along 
the street, do so with the aid of a tank. 




Market Avenue [B] is a narrow dead-end street 
□n the east side of the map. Utilizing the alley to 
the west, this control point offers easy access 
Monument Square (□]. If Menument Square [□] is 
held by your opponents, expect attacks to come 
down this alley. Aiming a light machine gun down 
the alley is a good way to suppress advances from 
this direction. The flag here is located 
street next to a white van. The van w 
takes heavy damage, so think twice before hiding 
next to it. Instead, seek cover in the nearby store 
You can capture and covert the flag from within 
store, making it an ideal hiding spot for attackers 
and defenders. So if the flag is being contested 
by unseen forces, toss a grenade into the store 
and see what happens. The rubble pile at the 
of the street offers a good view of the southern 
approach and is ideal for recon defenders fending 
off attacks from the US Base, 
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Back Biree^s [C] is an open courtyard-iike area 

accessible only by infantry. Although the area is 
rather enclosed, it can be approached from three 
different directions, including a narrow passage 
to the north, a set of steps to the southeast, and 
the stairway to the west. With so many different 
access points, it's important to monitor the 
surrounding control points to determine where 
enemies are likely to attack from. The Narrow 
Passage [A] is the closest control point, so the 
stairway to the west is a frequently traveled route. 
The Back Streets [C] is also very close to the RU 
Base, which gives the RU team the best chance 
of holding onto this location. The flagpole sits In 
the center of the courtyard, but it can be captured 
and contested from cover along the perimeter. The 
best cover point is the second-story window to 
the northeast. Defenders pasted here can easily 
engage traffic around the flag — just make sure 
someone is watching the stairway leading up to 
these windows. 


Monument Square [D] is a small plaza located on 
e north side of the map. The plaza is elevated 
e the street and is only accessible by troops 
moving along the eastern or western steps. 
Located within a few meters of the RU Base, 
Market Avenue [B], and Back Streets [C], this is a 
contested controi point likely to see heavy 
on. So try to capture this control point early 
deploy at least one squad here to defend the 
flag full-time. Since the two sets of steps to the 
ast and west are the only access points, if s 
relatively easy for defenders fo ambush attackers, 
e rubble to the east, the second story window 
north, and the store interior to the east all 
offer excellent defensive positions from which to 
rvB the flag in the plaza's center. While tanks 
can't access the flag directly, they can provide fire 
support from the nearby street. At the very least, a 
tank can serve as a distraction, allowing attackers 
to make a move on the plaza. 
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In this epic urban combat brawl, controlling the flow of traffic at the river Is often the key to victor/. With two control points on the north side 
of the river and two control points on the south side, the East Bridge [C] is the prize for both teams. This means the US team should attempt to 
control the Garden Alleyway [A], Canal Courtyard [B], and East Bridge [C] to give them a lock on the map's south side. Meanwhile, the RU team 
should try holding the Back Streets [E], Market Avenue [□], and East Bridge [C] to lock down the north side. Consolidating your team s forces 
around three control points is much better than spreading your team thin at four or five flags. In addition to holding the East Bridge [C], each team 
should attempt to lock down the western bridge to prevent flanking attacks on their rear control points. If defenses at the East Bridge [C] fail or 
prove too costly to hold, look for other control points to snatch up. With five controi points on the map, your team must hold at least three to begin 
bleeding the opposing team's ticket count. Dr, if you're team is feeling confident, grab all five flags and lay siege to the opposing team's base. 
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M1114 HMMWV 

1 

45 sec. 


The RU team deploys from their base on the north 
side of the map, near the large bank building. The 
opening moments of the battle are extremely critical 
when it comes to securing control points so don't 
waste a second, The first priority is to get the Vodnik 
and T-90 to the East Bridge [C], While the vehicles 
attempt to capture the East Bridge [C], RU troops 
should race for the nearby Back Streets [□] and 
Market Avenue (Ej control points. Leave one scfuad 
behind to cover both of the two northern control 
points while the rest of the team [and vehicles] focus 
on holding fhe East Bridge [C] as well as the bridge to 
the west. These two bridges serve as critical choke 
points, allowing the RU team to contain the US to the 
south banks of the Seine. However, breakout attacks 
by the US are likely, so never leave the Back Streets 
[□] and Market Avenue [E] control points undefended. 
If the US gains a foothold on the north side of the 
river, the strategy falls to pieces quickly. However, 
instead of pushing to the south side of the river, keep 
your forces consolidated around the East Bridge [C] 
and the two northern control points. 
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Ml Abrams 


90 sec. 


Located on the south side of the map, 
the US Base supplies the US team with 
only a couple of vehicles. Therefore, it's 
important to put these vehicles to good 
use, particularly in the opening moments 
□f a round. While infantry sprint toward the 
Garden Alleyway [A] and Canal Courtyard 
[B] control points, the HMMWV and Ml 
should make a beeline for the critical East 
Bridge [C] control point. Securing these 
three control points early on can make 
a hugs difference in the battle and allow 
the US to initiate a drain on the RU team's 
ticket count. If the US team successfully 
holds these three flags, there's no need 
to advance to the north side of the map. 

So instead of spreading your team thin, 
focus on defending the three southernmost 
control points and hold out for a victory. The 
Ml Abrams is critical for fending off attacks 
at the two bridges, so surround it with 
engineers to keep it repaired. 
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45 sec. 


90 sec. 























As the control point closest 
Garden Alleyway [A] is likely to be controlled by 
the US team throughout the match. This 
US team a spawn point near the western bridge, 
which is ideal for launching flanking attacks on the 
control points to the north. But troops spawning 
here are equally effective serving as defenders of 
the western bridge to preventing the RU team 
pushing across the river. The flag here is located in 
the middle of a narrow alley. With long sight lines 
the north and south, it's best to hide in the western 
archway while capturing or contesting this flag. 

The green shipping container on the south side of 
the alley provides a great cover point for. defenders 
watching the northern approach; it's ideal for 
US recon troops protecting the flag against RU 
attackers. 



Like the Garden Alleyway [A], the Canal Courtyard 
[B] is located on the south side of the river and is 
likely to remain in US hands throughout the match. 
However, the US should never take this control 
point for granted, it serves as a vital spawn point 
near the East Bridge [C] and is ideal for supplying 
reinforcements. The flag is positioned in the center 
of this small courtyard, inaccessible by vehicles. 
The only entry points are three narrow archways 
to the north, west, and south. Defenders posted 
along the east side of the courtyard can cover all 
the entry points, making it tough for attackers to 
gain a foothold within the flag's capture radius. The 
narrow archways are also good spots for booby 
traps likes Claymores and C4, should the control 
point come under fierce attack by the enemy. 


I 


i 

f 


228 


pnmagsmes.coin 












, - "ii > ■-•,.■• ~t t, 

. a."-"* .• .V^r 


' ' v^'oiv 
■ .fo. 







■ [MULTIPLAYER] 

// MAPS // Seine Ofossing 


I 




L’ 




•S 


EAST BRIDGE 









-i. ifeSt ' 




rC' ‘‘3?^^. ’’ : ■ 








■/>>.'■'■''' '•- ' ■■ '■. ■ T ' ■ ■ ■ •- "t I ■ 




T . - .■>> 


•/ ” ■■ •••■•. '• ■"■: •• 
. .V 

-s.^? 





V ’■ v-'/i ^ ^ . ■ 

■ .i 

■ ’->' V;- '.•. */ ' v'-Vyt' L- ■ --r* ■ 

•■' '.‘'V^v.V . .■ - • .’-VL's!=*' ' ' 


■.■•... A -I r.’ At . 


:■.— ■■?■, ;’. ='•■..•■--•’ v"y.- 

. « ■ • ’I’u ■ v’- 

■■•T 




The East Bridge [C] is the most hotly contested 
flag on the map; it's likely to be the focal point the 
heaviest action. Strategically, the flag here is of vital 
importance to both teams, often giving them the 
majority of the control points necessary to bleed 
the opposing team's ticket count. At the start of the 
round, each team should race to this iocation with 
their vehicles in an attempt to gain control. But an 
early capture is the easy part. Defending the bridge 
from constant attack is a challenge. The flag is 
located on the west side of the bridge, surrounded 
by a low sandbag wall. The sandbags provide great 
protection while capturing or converting the flag, as 
long as you remain prone. Vehicles parked nearby 
can also enter the flag's capture radius. But vehicles 
are likely to take heavy fire when positioned here. 
Consider parking your vehicles on the north or 
south side of the river and provide fire support while 
infantry move in to perform the capture. There is a 
guard tower next to the flag, but don't bother getting 
inside — you'll only silhouette yourself and be an 
easy target for snipers. It's much better to stay low, 
using the sandbags and bridge's stone guardrails for 
cover. Smoke is also a huge asset here, particularly 
when attacking. So use mortars or grenade 
launchers to saturate the bridge with smoke before 
attempting to rush the flag. 
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The Market Avenue [0] control point is located on 
the north side at the river, not far from the East 
Bridge [C]. This makes it a critical backup spawn 
point for the RU team when they are attempting 
to form a defensive line at the river to the south. 
The flag is located on the east side of the street, 
near an alleyway. While on toot, avoid the street to 
avoid getting hit by snipers and other opponents 
watching the flag from a distance. The alley to the 
west offers the safest approach to the flag. The 
nearby crates and garage offer excellent cover, 
allowing you to contest or capture the flag without 
being spotted by long-range threats. Vehicles 
can also capture this flag by approaching from 
the street But given the heavy traffic, this isn't a 
safe location to park a vehicle for long stretches, 
especially if you're in a Vodnik or HMMWV. Consider 
parking your ride and seek cover among the crates 
or in the garage while capturing the flag. 
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This control point is closest to the RU Base and 
thus is likely to remain under the RU team's control 
throughout the match, especially if they lock 
down the bridges to the south and prevent the US 


However, breakouts are likely to occur, meaning 
the RU team should prepare for attacks on the 
Back Streets [E]. Located in a wide alley, the flag 
can be approached from multiple directions, but 
only on foot — vehicles cannot access this area. 
The red shipping container north of the flag is a 
popular hiding spot for attackers attempting to 
convert the flag. So if the flagis being contested, 
fire a rocket or toss a grenade into the shipping 
container to root out attackers. The steps to the 
west provide an elevated view ot the flagfideal for 
RU defenders approaching from the RU Base. Hold 
here to gun down enemies approaching from the 
river or the Market Avenue [□] control point, 
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In this Rush battle, the US team advances through the streets of Paris in a drive to destroy eight M-CQM stations scattered across four 
zones. The assault starts in the south and eventually crosses the Seine before heading north toward the bank plaza. The US team has 
access to an l_AV-25 throughout the duration of the match, which gives them e slight advantage. But the LAV-25 must be depioyed wisely 
to prevent it from becoming nothing more than a flaming wreck. In each zone, there is one objective where the LAV-25 can't support the 
US advance directly, leaving it up to infantry to fight it out. It's in these areas where the RU team has the best chance of holding out for a 
victory. Regardless of whether you're attacking or defending, prepare for some intense urban combat. As usual, make an effort to avoid the 
streets. Instead, utilize the less traveled side alleyways to approach the objectives from unpredictable directions. 
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ZONE 1: SOUTHERN STREETS 


lr-«RU DEPLOYMENT 


US DEPLOYMENT 



M-CQM Station A is housed within a corner store on the west side 
of the street. RU defenders posted here should expect heavy 
action as the LAV-25 attacks from the south end of the street. 

While the LAV-25 can blow holes in the wails of the store, it can't 
damage the M-COM station. But in terms of providing fire support, 
the LAV-25 is absoiutely deadiy. So RU defenders posted here must 
take out the LAV-25 as quickly as possible. After destroying the 
LAV-25, the RU team must secure the area around the store, whiie 
being sure to watch the street to the south as well as the adjacent 
narrow street to the west When playing as the US, the LAV-25 is 
key to securing the area around the store. Park the LAV-25 to the 
south and use it to bombard the RU team's positions while infantry 
advance along the street toward the store. Always toss grenades 
into the store before entering to kill any defenders hiding near the 
M-CDM station. Once a charge has been set, prepare for the RU 
counterattack approaching from the north. 



This objective is situated in an enclosed alley on the opposite 
side ef the street from M-CDM Station A. There is ne vehicle 
access here, so the RU defenders don't have to worry about the 
LAV-25 providing direct fire support for the attackers. The narrow 
passages leading into this alley serve the defenders well, allowing 
them to focus their fire on these choke points to gun down their 
opponents. The southwestern passage is the most common 
entry point for the attackers and should be covered at all times. 
The objective can also be watched from the small garage on the 
south side of the alley. This is a good hiding spot for attackers and 
defenders alike. But gaining access to this alley proves the most 
difficult part for the US team. While it’s possible to push through 
the southwestern passage, look for flanking opportunities and try 
to attack from the north or west to catch the defenders off guard. 
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The US team begins the battle in the 
narrow streets and alleys on the southern 
tip of the map. The LAV-25 spawned here 
is extremely useful in supporting the 
advance toward the objectives to the north. 
Instead of using it to charge headlong Into 
throngs of RU froops, posifion it on the 
street south of the objectives and provide 
fire support from a distance. The LAV-25's 
auto-cannon and machine gun turret are 
great for suppressed defenders posifioned 
around M-CDM Station A. But the IFA/ is likely 
to take a lot of fire, so make sure some 
engineers are nearby to constantly repair it. 
Even if the LAV-25 doesn't score many kills, 
it serves as a useful enemy distraction, 
allowing friendly troops to approach the 
objectives, if fhe LAV-25 is destroyed, it 

takes a full two minutes for it to respawn. 
So use this vehicle wisely to give your team 
the upper hand during this advance. 
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The RU team spawns near 
the western bridge spanning 
the Seine, just north of the 
objectives. This doesn't give 
them much time to reach 
the objectives before the 
US troops do. And with no 
vehicles at their disposal, the 
RU defenders must sprint 
toward the objectives in an 
effort to form a defensive 
line. Division of labor is very 
important in this first stage, as 
the objectives must he covered 
by two distinct groups, Those 
defending M-COM Station A 
should prepare to deal with the 
US team's LAV-25; engineers 
armed with anti-tank weapons 
are essential. M-CDM Station 
B is more isolated and is best 
defended by infantry armed 
with close-quarters weapons 
like carbines and shotguns. So 
before the round begins, decide 
which objective your squad will 
defend and choose your class 
and weapons accordingly. 
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M-CDM Station A is located on the heavily fortified 'west bridge, 
surrounded by a low sandbag wall and several crates. If the US team 
rushes this objective early, they have a chance of securing the bridge 
before the RU team can get into position. So load up some troops in the 
UW-25 and assault this objective aggressively. However, if the RU team 
reaches this position first, they have a good chance of holding back 
the US assault, Defenders should quickly mine the south side of the 
bridge to prevent rushes by the LAV-25. Meanwhile, defenders hiding 
among the crates and sandbags can easily take attackers by surprise 
as they race toward the M-CDM station. Consider placing a Radio 
Beacon within the green shipping container by the objective to give 
your squad a presence on this bridge. Once the bridge is locked down 
by the RU defenders, the US team's best chance is to wear them down 
by attacking with the LAV-25 from a sate distance. Suppressing the RU 
troops at the bridgecan give infantry the opening they need to reach the 
objective and plant a charge. 



This objective is located within the listing ferry near the East Bridge. 
While the US team's LAV-25 can't approach or even fire at the ferry,* 
it can help the attackers by securing the area around the East Bridge. 
There are only a few ways to access the ferry, For the attackers, the 
easiest way to hop onboard is by jumping oft the west side of the 
East Bridge and landing on top of the terry. Whenever possible, avoid 
swimming to the ferry, as it leaves you open to attack with no way 
to defend yourseif. If you want to keep your feet dry, the northern 
riverbank offers the easiest way to hop onboard. While simply 
reaching the ferry presents challenges for the US team, defending this 
objective isn't much easier. Obviously, holding the East Bridge is the 
best way to control traffic in this area as well as in the river below. 

But the RU team must also post defenders along the riverbanks as 
well as within the ferry itself to sufficiently leek down M-CDM Station 
B. If you find yourself stuck in the river, use the ladders along the 
riverbanks to climb out of the water. 
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LAV-25 

1 

120 SBC. 



Having destroyed the first two 
objectives, the US now deploys from 
the small plaza across the street from 
the store. Unce again, the LAV-25 is 
the most valuable asset in the next 
advance toward the objectives at the 
river. As In the previous stage, use 
the LAV-25 as a stand-off weapons 
platform to hammer the defenders 
posted around M-COM Station A on 
the west bridge. But avoid driving onto 
the bridge itselt, as it may be mined 
or booby-trapped with C4. it's best to 
hold on the south side of the riverbank 
and provide fire support from a safe 
distance. Make an effort to destroy 
M-COM Station A before going after 
M-COM Station B in the ferry to the 
east. This allows your team to use the 
west bridge as an overwatch position 
that is ideal for covering the advance 
on the second objective. 


RU DEPLQVMEHT 






- 


in 

-iidT: 

NAME 

gUANTITY 


RESPAWN TIME 



9M133 Kornet Launcher 


1 ; 

45 sec. 








After losing their foothold on the south 
side of the river, the RU team deploys 
from an alley to the north. This time the 
defenders have a few extra seconds to 
reach the objectives along the river before 
the US team can advance. Reinforcing 
M-COM Station A on the west bridge is the 
most critical, as it's likely to come under 
attack first. Bo move engineers to the' 
west bridge to prepare for the impending 
US attack, which most likely will be led by 
their LAV-25. Defending M-COM Station B 
is equally important, so get troops near 
the ferry by the East Bridge. Controlling 
traffic along both bridges is critical to 
securing these objectives. So position 
troops on the north side of the river and 
focus your fire on these narrow choke 
points to halt the US team's advance. 
Booby-trapping the bridges with mines, 

C4, and Claymores is also very effective. 


















M-COM Station A ia located in the Back Streets area, housed within 
the red shipping container. When spawning at their deployment area, 
the RU defenders can reach this area quickly by rushing through the 
alley to the north. This gives them an elevated view ot the shipping 
container and they can easily pick off attackers approaching from the 
south. Both ends of the shipping container are open, but attackers are 
most likely to enter from the east. So consider placing C4 or Claymores 
near this entry point. When attacking this location, try to approach from 
the alleys to the south and east, preferably after M-COM Station B has 
been destroyed. RU defenders and reinforcements are most likely to 
hold the high ground to the west Securing the northern alley is the 
only way to effectively secure the Back Streets, so consider staging 
a flanking attack from this direction. When approaching the shipping 
container, always toss grenades inside before entering to detonate 
booby traps and eliminate any defenders waiting inside. Once the 
charge is set. prepare to fend off counterattacks in the northern alley. 



This objective is located inside the small corner store on the northwest 
end of Monument Square. The wide street to the south allows the US 
team's LW-25 to approach and bombard the area around the ebjectivE, 
so defenders must find suitable cover. The Kornet iauncher on the south 
side of the square has a great view of the street, so don't forget to use it 
to destroy the approaching LAV-25. There are plenty of good hiding spots 
around Monument Square that are useful for both attackers and defenders, 
□n the northeast side of the square is a second-story window that is ideal 
for covering the southern side of the stare. There are else upper-story 
windows across the street to the southwest, where sharpshooters can 
cover the street approach— this is an excellent overwatch position for US 
troops, so fionsider planting a Radio Beacon here. Given the numerous 
hiding spots, attacking this objective is always dangerous. So utilize smoke 
and covering fire from the LAV-25 to safely reach the store and plant the 
charge. Defenders may be hiding inside, so always toss a grenade through 
a window before rushing to the M-COM station, 
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NAME 
QUANTITY 
RESPAWN TIME 


LAV-25 


Although the US team has destroyed 
the objectives at the river, they still 
deploy on the south side. They are 
forced to cross one of the two bridges 
to reach the objectives to the north. 

At the start of this stage, prepare 
to deal with a few RU stragglers 
loitering around the bridges. Quickly 
sweep the area for any surviving 
defenders before advancing toward the 
objectives. The LAV-26 deploys near 
the west bridge, but is best used by 
advancing across the East Bridge and 
making a push toward M-COM Station 
B. As in the previous zones, use the 
LAV-25 to pound Monument Square 
from a distance while infantry move in 
to plant the charge on the objective. 

But the LAV-25 is of little use against 
M-COM Station A™infantry alone must 
enter the Back Streets where this 
objective is located. 


NAME 
QUANTITY 
RESPAWN TIME 


9M133 Komet Launcher 




45 sec. 


In the third stage of the battle, the RU 
team deploys near the intersection south 
of the bank. Get engineers to M-COM 
station B by Monument square as quickly 
as possible — ^this is the site most likely to 
come under attack by the US team's LAV- 
25. But don't neglect M-CDM Station A in 
the Back Streets. This objective is closest 
to the US deployment area and likely to 
be rushed by infantry. As in the previous 
zones, the environments surrounding 
each objective are different and require 
different tactics. While defenders in 
Monument Square are best served by 
assault rifles, sniper rifles, and anti-tank 
weapons, the troops in the Back Streets 
are most effective when armed with 
close-quarters weapons like carbines, 
submachine guns, and shotguns. So 
figure out where youTe going to defend 
before choosing your gear. 
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ZONE 4: BANK PLAZA 










A> M-COM StATidN A 



Located in the plaza outside the bank, M-CDM Station A offers 
little cover for attackers attempting to set a charge. Once again, 
the attackers must rely on their LAV-25 to distract and suppress 
the RU defenders posted around this objective. With some careful 
maneuvering, it's possible to drive the LAV-25 onto the plaza and 
park it right next to the M-CDM station. Then, infantry can use the 
vehicle as a shield while setting the charge. The LAV-25 may not 
last long in such attacks, but at least its wreckage stays behind 
to serve as cover, if the LAV-25 isn’t available or can't move into 
position, always deploy smoke on the objective before attempting 
to set the charge. The RU defenders can effectively lock down this 
location by hiding along the perimeter of the plaza, if manpower 
allows, a forward defensive line to the south can also hamper the 
US advance as they rush along the street from their deployment 
area. Patrol the square across the street to the southwest, too, as 
this is a popular staging area for US troops. 


Because it is located only a few meters from the RU deployment area 
at the back of the bank, the RU team has a good chance of holding . 
out by defending this objective. M-COM Station B sits on the floor of 
the bank's lobby, surrounded by crates and large stone planters. The 
objects around the objective make it difficult tor defenders to gain 
a long sight line here, so they should prepare to deal with attacking 
troops at close range. There are two entry points into the bank. 

The most obvious is the main entrance. The steps leading up to the 
main entrance are lined with sandbags, which offer decent cover for 
defenders pasted here. There is also a side entrance on the west side 
of the bank that is accessible from the plaza. This narrow entrance is 
less likely to be guarded and provides easy access onto the lobby floor 
via a short flight of steps. Always toss grenades around the objective 
to eliminate defenders hiding nearby before attempting to set a charge. 
Once a charge is set, ambush defenders rushing out of the corridor to 
the north while waiting for the M-COM station to explode. 
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For the final stage of the battle, the RU team 
must hold out at the bank plaza. Deploying 
from within a rear corridor in the bank, the 
RU team has just enough time to prepare for 
the US team's assault. Get troops out of the 
bank and around the plaza to the west to 
defend M-COM Station A. But don’t leave the 
bank's interior undefended either, as this is 
where M-COM Station B is located, Engineers 
and troops armed with intermediate- to 
long-range weapons are best posted in the 
plaza to deal with the LAV-25 and the US 
infantry advancing along the street to the 
south, Close-quarters weapons are ideal for 
defenders posted inside the bank. Attacks 
may come from the main entrance as well 
as from the side entrance to the west, so be 
sure to cover each entry point. Holding the 
plaza is tricky, but the RU team has a good 
chance of staging an upset by locking down 
the bank, thereby protecting M-CDM Gtation B 
and securing a victory. 


120 


sec 


Victory is close, but the US team still has two 
more objectives to destroy before they can 
celebrate. During this final stage of the baffle, 
the US attackers deploy from Monument 
Square. The streets and intersection south 
of the bank plaza are wide open, offering 
very little cover for US troops. Cnee again, 
rely on the LAV-25 to serve as a distraction 
while troops infiltrate the plaza from the west. 
The small square across the street from the 
plaza serves as a good staging area for the 
US team, so consider placing Radio Beacons 
here to give your squads a spawn point 
near the action. While the LAV-25 can help 
suppress defenders posted around M-CDM 
Station A in the plaza, US infantry must enter 
the bank building on their own to knock out 
M-COM Station B. If possible, try to take out 
M-COM Station B first. Otherwise the RU team 
will have an easy time defending it, given 
its close proximity to their deployment area 
inside the bank. 
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NAME 


QUANTITY 


RESPAWN TIME 




SMI 3 3 Kornet Launcher 


45 sec, 
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SQUAD RUSH 


ZONE 2 


ZONE 1 


Even in this condensed variant, 
this is a very iarge map for only 
eight players. So it's important 
that both teams remain focused 
on the objectives. Each M-CDM 
station is located in a relatively 
cramped area that is Ideal for 
small-scale firefights. Bo instead 
of equipping sniper rifles and 
assault rifles with high-powered 
scopes, consider bringing 
along carbines, shotguns, and 
submachine guns. These close- 
quarters weapons are best suited 
for the engagements surrounding 
each M-CDM station. Defenders 
can add to the intensity by placing 
C4 and Claymores near the 
objectives. 



If you've played Rush mode, this Back Streets 
objective should look familiar. It's inside the red 
shipping container on the north side of this wide alley. 
Deploying from the street to the southeast, the US 
attackers are likely to enter this area from the east, 

As a result, defenders should watch the shipping 
container from the steps to the west. From this 
elevated position they can view attackers rushing in 
from the south or east. Instead of scattering about the 
nearby streets and alleys, the defenders are better 
off focusing their efforts around the objective. There 
is no easy way for the attackers to sneak in unseen, 
so either pick off all the defenders or deploy simoke 
to conceal your entry into the shipping container. 

V.’ 

But always toss a grenade into the container before 
entering to detonate any booby trap and eliminate any 
defenders hiding next to the objective. 
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This objective is also carried over fronn the Rush 
mode; it is located within the bank. This is a 
relatively large building for a squad ot four players 
defend. Fortunateiy, there are only two entry 
points that, if properly defended, can prevent the 
US attackers from even stepping foot inside the 
bank. Post a couple of defenders near the main 
entrance, using the sandbags for cover. Also, make 
sure to have at least one defender cover the steps 
connected to the side entrance to the west. Finaliy, 
post one defender near the objective as a fail-safe. 
The US squad's best chance is sneaking In through 
the western side entrance. If the defenders leave 
this entry point unguarded, you can sneak up 
behind the defenders and steal their dog tags 
before setting a charge on the objective. The RU 
team deploys from the hall to the north, so expect 
a counterattack from this direction. 




SQUAD DEATHMATCH 



~ this Squad Ueathmatch, the map is restricted to the area around 
"he Back Streets, Monument Square, and Market Avenue on the 
■’orth side of the river. There are four possible IFV spawn points 
iDcated along the perimeter streets. However, this Is a dangerous 
map for vehicles given the numerous hiding spots for enemy 
engineers and support troops armed with C4. So if your squad 
gains access to an IFV, move to the northern street, turning your 
'ear armor to the north and your front armor to the south. This 
allows you to fire down the western and eastern streets from an 
elevated position while protecting the vehicle's weak rear armor 
~om flanking attacks. If your squad doesn't have the IFV, avoid the 

-f 

atreets at all costs. Even if the IFV isn't present, the streets are 
likely to be covered by enemy sherpshooters. Instead, patrol the 
narrow streets and alleys on the perimeter. The Back Streets area 
in the center of the map acts as a hub that is frequently traveled 
by all squads, If your squad can hide here, you’re bound to score 
dozens of kills that help to secure the lead. 


In Team Ueathmatch, the action takes place in the streets and 
alleyways on the south side of the river, Although there are no 
vehicles in this match, it's still a good idea to avoid the wide central 
street. The alleys and courtyards flanking the street offer a much 
safer route to move east and west. But don't expect these areas to 
be clear of threats. Opponents will likely use these perimeter paths 
to move around, too. So avoid sprinting and keep your weapon 
raised and ready to fire at all times. When working together with a 
small group of teammates, it’s possible to defend some of the small 
alleys and courtyards on the perimeter of the map. These are high- 
traffic areas ideal for staging ambushes. Look for good hiding spots 
along the perimeter and engage the cross traffic to score some 
easy Pcills. Whether moving about or ambushing opponents from a 
fixed position, always stay within sight of at least one teammate 
so you can offer each other support. If you try to win this battle on 
your own, your frequent deaths will only aid the opposing team’s 
score. 
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The battle for Iran’s capital city is a complicated and bloody affair, 
often involving attacking forces overextending into enemy-held 
territory to achieve an important objective. This engagement along on 
of Tehran's major highways is no exception as the two armies vie for 
control over major access routes crossing the metropolitan area. 

USMG forces are using the cover of darkness to make a push 
from the hills to attack the outskirts of the city. Farther ahead 
lies a disruptive MLRS site situated past the downtown area. 

The Russian forces are well prepared and have set up defensive 
positions along the main entrance points to the Capital. The 
ensuing clash will likely involve fierce, close-range street fighting 
where no position is safe from counterattack. 
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In this conquest battle, there are only three control points up for grabs, which makes defensive efforts around captured flags essential to 
securing a victory, Each teem most hold at least two flags te initiate the drain on the opposing team's ticket counts. So instead of spreading 
your team thin, capture two flags and hold on to them. Deploying from the north, the US team should capture the Back Yard [A] and Truck 
[B] Meanwhile, the RU team should focus on holding the Gas Station [C] and Truck (□]. Expect heavy fighting around the Truck IBJ control 
point in the center of the map. If capturing or holding this flag becomes too costly, consider holding the two perimeter control points instead. 
Since the battle takes place at night, this is a very dark map. Vehicles equipped with the Thermal Optics upgrade have a huge advan age 
here, as this makes it easy to spot the heat signatures of enemy vehicles and troops. The !RNV [!R lx] scope is also helpful for cutting 

through the darkness without giving away your position. 
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qUANTITY 
RESPAWN TIME 


WV-25 


3D sec. 
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Ml Abrams 


BO sec. 







The US team deploys from the base on the north 
side of the map, on the outskirts of the city. 
Although they're not the fastest vehicles, the Ml 
Abrams and LAV-25 spawned here are essential 
for securing the nearby Back Yard [A] and the more 
distant Truck [B] control points to the south. So as 
soon as the match begins, load the LAV-25 with 
troops and make a beeline for the Truck [B]. The 
RU team may attempt the same maneuver, arriving 
in their BMP-2 M, so be prepared for a fighf whiie 
capfuring the flag. The Ml Abrams and infanfry 
spawned at the US Base have no problem reaching 
and securing the Back Yard [A] before the RU team 
can reach it Leave at least one squad behind to 
watch the Back Yard [A] and move the rest of the 
team [including the Ml Abrams] toward the Truck [B] 
in an attempt to reinforce the LAV-25. If the Ml tank 
and LAV-25 are destroyed, don't forget to spawn 
back at the US Base to bring fresh vehicles to the 
front lines. Keeping the LAV-25 and Ml in the fight 
gives your team a huge advantage, especially if fhe 
RU team fails to bring their heavy hitters forward. 


BASE 



NAME 


QUANTITY 


RESPAWN TIME 


; ri-. • f 



BMP-2M 

1 

30 sec. 
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T-gOA 
60 sec. 



The bus depot on fhe south side of the map 
serves as the RU Base. The opening moments 
of the match are critical, with all three flags up 
for grabs. The BMP-2M and T-BOA are your best 
chances for securing at least two of these flags. 
Quickly load the BMP-2M with infantry and race 
toward the Truck [B] control point in the center 
of the map. Troops deployed to the Truck [B] are 
likely to encounter the first resistance, so some 
prepared for a fight. Meanwhile, use infantry and 
the T-gOA to secure the Gas Station [C] just north 
□f the RU Base. But once the flag is captured, get 
the T-9DA to the Truck [B] to help hold the control 
point from inevitable attacks by the US team. If 
the RU team can hold on to the Gas Station [C] 
and Truck [B], there is no need to advance on 
the Back Yard [A]. Simply consolidate yeur forces 
around fhe two southern control points and 
don't forget to reinforce them with fresh vehicles 
spawned at the RU Base. The BMP-2M and T-9DA 
provide a lot of firepower, so don’t leave them 
sitting on the sidelines. 
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As the central control 

of action throughout the course of the battle. Both 
teams should use the IFVs spawned at their bases to 
rush to this flag early during the match in an attempt 
to secure it. The flag is located on a road next 
flaming wreckage of a truck and overturned flatbed 
trailer. The truck, trailer, and spilled cargo all provid 
excellent cover for infantry within the flag's capture 
radius. But given the likelihood of vehicle traffic here, 
hiding near the flag isn't the safest defensive position 
Almost all vehicles utilize the north/south approach of 
the road, while infantry are likely to filter in from ttie 
east and west, attacking from the Back Yard (A] and 
Gas Station [Cl. So instead of constantly spinning in 
circles, consider defending this flag from a distance. 
Elevated position^ are availabie along both sides gf 
the street to the east and west The footbridge to the 
south provides an even better view of the control point 
Vehicles defending here arfe best parked on 
south sides of the flag, where they're less 
flanked by infantry approaching from the surrounding 
control points. Both 1fie US and RU teams gain a light 
vehicle here, so put the machine gun turrets to use by 
targeting enemy infantry moving along the perimeter. 
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M1114 HMMWV [1] 


20 sec. 


The Back Yard [A] control point is closest to the US 
Base, making it relatively easy for the US team to 
capture early on during the match. However, with 
only three control paints on the map, the US team 
should never take this flag for granted. Once it's 
captured, at least one full-time squad should hold 
here and defend. A HMMWV is spawned here when 
the Back Yard is controlled by the US. Instead of 
using this vehicle to transport troops, consider 
using its machine gun turret to defend the road 
to the east— this is the most popular route for 
approaching vehicles. The road to the west is only 
accessible via a set of steps, which makes it the 
preferred approach by infantry attacking from the 
Truck [B]. While the flagpole sits in the middle of 
an open area much like a parking lot, the flag has 
a large capture radius that allows it to be captured 
or contested from pieces of cover along the 
perimeter. So take cover behind the crates to the 
northeast or inside the garage to the south while 
attempting to capture the flag. 
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Located only a few meters north of the RU Base, 
the Gas Station [C] sits firmly within the RU team's 
of control. But in this chaotic fight, anything 
can happen. So after the RU team captures this 
early during the round, they should leave 
at least one squad behind to defend it The Gas 
Station [C] is easily accessible by traveling along 
the rOad on the map's western edge — this is the 
route vehicles can take to reach the flag. 
However, infantry attacks often come from the 
eastern steps, usually by infantry approaching 
from the Truck [Bj. Therefore, defenders here must 
prepare for attacks from both sides, The machine 
gun turret on the Vodnik, spawned here tor the 
RU team, is great for covering both approaches. 
Consider parking it on the western road to deter 
vehicle attacks, or park it on the road to the east 
to counter infantry attacks. When capturing or 
contesting the flag here, stay far away from the 
explosive gas pumps. Instead, seek cover in or 
near the service station to the south. The interior 
of this small building offers a good view of the flag, 
making it a great defensive cover point. 









CONQUEST B4 


lx M1114 HMMWV 
lx LAV-25 
lx Ml Abrams 
lx M220 TOW Launcher 


BmK YARD 


lx M1114 HMMWV 


CDNTRUpTIQN SITE 


FOOT BRIDGE 




lx M1114 HMMWV 


GAS STATION 


RU BASE 


The Conquest B4 variant of Tehran Highway is exactly the same size as the standard Conquest version. However, there are four control 
points instead of three, offering more flags to fight over. With four flags up for grabs, each team must try to hold at least three to 
begin bleeding the opposing team's ticket oount The US team should focus their efforts around the Back Yard [A], Foot Bridge [B], and 
Construction Bite [C]. Meanwhile, the RU team should try to capture the Gas Station [□], Construction Site [C], and Foot Bridge [B]. The 
centrally located Construction Site [C] and Foot Bridge {B] are likely to see the heaviest action, Bo move your team’s tank and IFV [spawned 
back at your base) to these spots to help defend these flags. If the fight in the center of the map becomes too heated, consider flanking 
attacks against the Back Yard [A] or Gas Station [□]. Just because these flags are near bases doesn't mean they're hard to capture. Despite 
the swarms of infantry racing around this map, it can still be tough to spot enemies due to the low light conditions, So consider choosing 
the Thermal Optics upgrade when selecting loadouts for your vehicles. When on foot, the IRNV [IR lx] scope is a great way to zero in on the 
heat signatures of enemy troops and vehicles. 
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NAME 

' 

'3 
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- : 

RESPAWN TIME 


M1114 HMMWV 


LAV-25 


20 sec. 


BQ sec. 


Ml Abrams 


M22D TOW Launcher 


90 sec. 


60 SBC, 


As in the standard Conquest mode, the US team 
deploys from this base on the north side of the 
map. Considering the number of players in this 
battle, the three vehicles provided disappear fast. 
But instead of hopping in a vehicle and driving to 
some random control point, it's best to determine 
your destination based an the speed of the vehicle 
and distance to the flags. The HMMWV is the 
fastest vehicle and should race toward the distant 
Foot Bridge [B] at the start of the match. Send the 
LAV-25 to the Construction Site [C] while the Ml 
Abrams and infantry secure the nearby Back Yard 
[a]. By deploying the vehicles in this fashion, your 
team has a good chance of snatching three flags at 
the start of the battle. But it takes reinforcements to 
hold these positions, especially the front line flags 
at the Foot Bridge [B] and Construction Site (Cj. Bo 
move troops and vehicles to these areas to support 
defensive efforts. The US Base supplies the only 
LAV-2G and Ml Abrams on this map, so don't forget 
to transport these valuable assets to the front line 
positions where they can make a difference. 


NAME 
QUANTITY 
RESPAWN TIME 


GAZ-393 
20 sec. 


BMP-2 M 
1 


BO sec. 


T-90A 


00 sec. 


9M133 Kornet Launcher 


BD sec. 


Once again, the bus depot on the south side of the 
map serves as the RU Base, providing them with just 
enough vehicles to make a move on three of the four 
flags. Forget about trying to secure the Back Yard 
[A] — it's too far away and too dose to the US Base. 
Instead, focus on the other three control points. But 
it takes speed and coordination to secure these 
control points before the US team can. Send the 
speedy Vodnik [filled with troops] to the Construction 
Site [C] while the BMP-2M advances on the Foot 
Bridge [B], The T-9DA and troops spawned at the 
RU Base can secure the nearby Bas Station [□], but 
don't leave the tank there— it's needed to attack and 
defend the forward positions of the Construction 
Site [C] or Foot Bridge [B]. With the exception of 
one or two squads left behind at the Gas Station 
[C] to defend, the rest of the team should focus 
on attacking and defending the two central flags 
throughout the duration of the match. The RU Base 
is the team's only source for a T-0OA and a BMP- 
2M, so don't forget to bring these armored assets 
forward to counter the US team's vehicles. 
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The Back Yard [A] control point Is closest to the 
US Base so it is relatively easy for the US team 
to capture early on during the match. However, 
in a battle this crazy, the US team should never 
take this flag for granted. Once captured, at least 
one full-time squad should hold here and defend. 
A HMMWV is spawned here when controlled by 
the US. Instead of using this vehicle to transport 
troops, consider using its machine gun turret to 
defend the road to the east — ^this is the most 
popular route for approaching vehicles. The road 
to the west is accessible only via a set of step5, 
making it the preferred approach by infantry 
attacking from the Foot Bridge [B] or Construction 
Site [C]. While the flagpole sits in the middle of an 
open area much like a parking lot, the flag has a 
large capture radius that allows it to be captured 
or contested from pieces of cover along the 
perimeter. So take cover behind the crates to the 
northeast or inside the garage to the south while 
attempting to capture the flag. 


CK YARD 
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RU CONTROL 

RESPAWN TIME 1 

M1114 HMMWV [1] 

1 

j 

2D sec. 



M1114 HMMWV 


Surrounded by the Gas Station (E] to the southwest, 
the Construction Site [C] to the northwest, and the Back 
Yard (A] to the northeast, the Foot Bridge [B] is a high- 
traffic area likely to change hands several times during 
the match. The flag here is located on the east side of 
the narrow bridge crossing over the nearby highway. 
With the flag so close to the road, this control point is 
best captured by tanks and IFVs capable of withstanding 
small arms fire. If you're on foot, don't huddle near the 
flag. Instead, get to the top of the bridge and drop prone 
on its eastern side. You can capture or contest the flag 
without exposing yourself to incoming fire. The street 
spanning the north/south approach has a long sight line 
that makes it a popular kill zone for snipers. Vehicles [like 
the HMMWV spawned here for the US] positioned at the 
northern and southern ends of this street can also score 
some long-range kills by using the zoom function on 
their machine gun turrets. This is a great way to cover 
the flag from a distance, but it might not be possible to 
see attackers on the bridge itself. Therefore it takes a 
squad to keep a close eye on fhe flag and the nearby 
bridge to deter sneaky ihlanfry attacks. If attacks along 
the bridge persist, consider deploying Claymores or C4 
within ttiB capture radius. 
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Control Point Assets 


Like the Foot Bridge [B] to the west, the Construction 
Site [C] is another high-traffic central location likeiy to 
see plenty of action. If rushed early with a Vodnlk, the RU 
team has a slight edge when it comes to capturing this 
flag first. Regardiess of which team secures this controi 
point first, don’t leave it undefended. The flag is flanked 
by two large, parti’ally constructed buildings to the north 
and south. Both buildings provide excellent overwatch 
positions. Recon troops posted on the upper floors or 
rooftops of these structures aiso have dear views otthe 
areas around the Foot Bridge [B] to the east So holding 
the Construction Site [C] only strengthens defenses 
around the Foot Bridge [B]. While there are plenty of 
hiding spots around the flag for infantry, vehicles can 
also easily access the capture radius by entering the site 
from the roads to the east and west But vehicles parked 
nearttie flag are vulnerable to attacks from the upper 
floors of the surrounding building, not to mention mines or 
C4 planted near the flagpole. So unless the enemy team 
has completely abandoned this flag, consider attacking 
on foot and start by sweeping the nearby buildings. The 
RU team gains an extra Vodnik here, which is useful for 
defense or launching speedy raids on the Gas Station [C] 
or Back Yard [A] — don't attack the Foot Bridge [B] with 
such a lightly armored vehicle. 


Gontroi PfliintI 


Located only a few meters north of the RU Base, 
the Gas Station [D] sits firmly within the RU team’s 
zone of controi. But in this chaotic fight, anything 
can happen. So after the RU team captures this 
flag early during the round, they should leave 
at least one squad behind to defend it. The Gas 
Station [□] is easily accessible by traveling along 
the road on the map's western edge — this is the 
only route vehicles can take to reach the flag. 
Flowever, infantry attacks often come from the 
eastern steps, usually by infantry approaching 
from the Foot Bridge (B) or Construction SitetC). 
Therefore, defenders here must prepare for attacks 
from both sides. The machine gun turret on the 
Vodnik, spawned here for the RU team, is great for 
covering both approaches. Consider parking it on 
the western road to deter vehicle attacks, or park it 
□n the road to the east to counter infantry attacks. 
When capturing or contesting the flag here, stay 
far away from the explosive gas pumps. Instead, 
seek cover in or near the service station to the 
south. The interior of this small building offers a 
good view of the flag, so it is a great defensive 
cover point. 
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Set on the outskirts of Tehran, this conflict requires the US team to push through four urban zones during a night assault. The fight starts 
c-t on the north end of the map before trickling down through the city streets to the south. Although the US team has the most vehicles 
■ each stage, these assets must be deployed wisely to avoid falling victim to ambushes staged by RU tanks and engineers. Despite the 
'sks, a timid approach never fares well here for the US team. With some careful coordination, the US team must use the provided speed 
and firepower ef these vehicles to overwhelm the defenders at each location. Meanwhile, the RU team must make the most of the limited 
“sources provided. This means keeping their tanks fielded and constantly repaired. A RU team consisting largely of engineers has the best 
r~ance of stopping the US advance. Both teams can benefit from infrared techrtology in this night battle, so choose the Thermal Optics 
-CC'ade for vehicles and consider attaching a IRNV [IR lx] scope to your weapon. 
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ZONE 1: HILLTOP BASE 




2x Growler ITV 
lx AAV-7A1 AMTRA 
2x Ml Abrams 


RU OERLOYMENT 
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M-COM Station A is located on the south side of the base, placed 
outside the northeast corner of a two-story concrete building. 

RU recon troops posted on the second floor of the building have 
a great view of the eastern approach; it is ideal for spotting and 
engaging incoming troops and vehicles. But the building can 
be completely leveled with sustained shelling by the US tanks. 
Attackers should not be deterred by the slabs of concrete, 
chain-link fence, and sandbags placed around this objective. The 
concrete can be destroyed with explosive munitions, the fence 
can be sliced open with a knife, and the sandbags can be jumped. 

In many respects, an attack from the east is the safest way to 
access this objective — it beats circling around the fence and 
attacking from the west. However, attackers should prepare to face 
defenders in the nearby building and narrow alleys adjacent to the 
M-CQM station. So if the building is still standing, consider securing 
it before attempting to plant the charge. 



This objective is positioned on the north side of the base, behind a 
small single-floor concrete building. Defenders have the best time' 
watching this M-CBM station from the north, as the building to the 
east and flatbed trailer to the west form a narrow alley that makes 
it difficult to spot the objective from any other angle. Given the fight 
confines around the objective, this narrow alley behind the building 
is a great spot for Claymores. To avoid exposing themselves to RU 
defenders approaching from their deployment area to the west, 

US attackers should advance through the building, infiltrating it 
from the east side. Consider dropping a Radio Beacon inside this 
structure to secure a spawn point for your squad before attempting 
to plant a'charge on the objective. By blowing a hole in the west 
side of the building, from the interior, you can gain easy access 
to the objective without exposing yourself to fire from the south 
or west. Still, it's a good idea to deploy smoke on the objective to 
conceal yourself against attacks from the north. 
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NAME i 

qUANTITY 

■' Ol'S 

RESPAWN TIME 



Growler 


5 sec. 




AAV-7A1 AMTRAC 



Abrams 



The US team starts this battle by deploying 
on an arid hillside northeast of the obiectives. 
The advance across the sparse landscape is 
extremely dangerous, so utilize the provided 
vehicles to transport troops into the base 
held by the RU team. The Growler rrVs are the 
fastest vehicles available, great for staging 
early raids on the objectives. However, these 
light vehicles are vulnerable to attacks by RU 
engineers and the two T-90As, so limit their 
use If the RU team forms a solid defensive line 
along the east side of the base. The two Ml 
Abrams are your team's best bettor punching 

<r 

through RU team's defensive line. So hold 
them to the east and engage the T-90As from 
long range, preferably with the Guided Shell 
upgrade. Although slow, the AMTRAC is great 
for moving infantry near the base. Park it 
behind some large rocks on the east side of 
the base and use it as a forward spawn point. 
Tlie AMTRAC 's machine gun turret is also 
great for suppressing RU infantry to the west. 


RU DEPLOYMENT 




T-90A 






GO sec. 
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9M133 Komet Launcher 




6D sec. 



At the start of the match, the RU team has only a 
few seconds to spare before the US team comes 
jelling into the base. So don't waste anytime 
moving troops and the two T-9DAs to the east 
side of the base to counter the US assault. The 
dusty approach to the east provides little cover 
for the attackers, so try to confront the US team 
here before they can infiltrate the base. Initially, 
the speedy Growler ITVs pose the biggest threat 
because they are capable of transporting troops 
within the base. Go be ready to blast these light 
vehicles with rockets and tank rounds. Carefully 
hunt down any survivors that escape. The T-9CAs 
and Kornet launchers are essential for knocking out 
the incoming Ml tanks and AMTRAC. Engineers can 
assist by firing rockets or by dropping mines along 
the base's eastern entry points. While forming a 
defensive line to the east is important, don't push 
too far away from the objectives. Keep at least 
two squads back inside the base to watch the 
objectives, defending them from sneaky flanking 
attacks by US infantry. 
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ZONE 2: DEPOT 


2x Growler ITV 
* lx AAV-7A1 AMTRA 
k lx Ml Abrams 


RU DEPLOYMENT 



M-COM Station A is located in the depot's northeast corner. If properly 
defended, this can be a tough objective for the attackers to destroy 
given the lack of cover and numerous hiding spots around the 
perimeter. Defenders should prepare for US troops rushing down the 
hill to the north. A forward line of defenders posted along the hill can 
slow such attacks. But it's important to post defenders around the 
objective, too. The truck and trailer on the south side of the objective 
provides great cover and concealment for defenders. Consider lying 
prone beneath the trailer to pick off attackers dropping down into 
the depot. Hiding on the north side of the depot is also effective: you 
can hit attackers from behind as they drop down into the depot and 
rush toward the M-COM station. If infantry attacks from the hill are 
unsuccessful, the US team must rely on their vehicles to help secure 
the area around the objective. Both the Ml and AMTRAC can make 
a serious dent in the defensive efforts here, buying infantry enough 



This objective is located on the depot's northwest corner within 
a small concrete building. The dirt road to the west is a popular- 
avenue of attack for the UB team, they deploy troops and heavy 
firepower here. Therefore the RU defenders must counter by 
positioning their T-9DA within view of this road. RU engineers can 
also assist by attacking incoming vehicles with rockets and mines 
at this northwestern choke point. But the defenders must also 
prepare for infantry rushing down the hillside to the north. Initially, 
there are only two entrances into the building housing the M-CDM 
statien. But instead of using these entrances, attackers should 
blow a hole in the northern wall of the structure to get easy access 
to the Objective. This way, the US troops can infiltrate the building 
without exposing themselves to defenders [and the T-90A] posted 
near the center of the depot. The RU team should constantly watch 
the north side of this building to prevent such sneak attacks, 


time to set a charge on the M-CDM station. 
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QUANTITY 


RESPAWN TIME 





Ml Abrams 


1 

BO sec. 



With the first set of the M-COM stations 
destroyed, the US team now deploys from the 
hilltop base in preparation for their assault on 
the depot to the south. There are two main 
approaches to the depot. Infantry movinp 
directly south can sneak into the depot's north 
side by attacking from the hilltop. However, 
by moving along the high ground, you may 
silhouette yourself and make it easy for RU 
defenders below to spot you. So stay low 
and utilize the large rocks for caver. Vehicles 
spawned here should use the road to the 
west to attack the depot There is a sharp turn 
in the road as you descend the hill, so watch 
your speed. The Ml Abrams and AMTRAC 
attacking along this road serve as a welcome 
distraction to troops descending the hill. So 
use the vehicles to ettack from the west side 
□f the depot while troops push in from the 
north, if possible, park the AMTRAC near the 
northwest corner of the depot and use it to 
spawn troops near M-CQM Station B. 
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T-aaA 
GO sec, 







9M133 Kornet Launcher 


2 

GO sec. 



After being pushed off their hilltop base, 
the RL) team deploys on the south side of 
this depot. There are only a few seconds 
to spare before the US team comes racing 
down the hill, so it's important to secure the 
objectives on the north side of the depot. 
Deploy the T-9DA so it can counter vehicles 
approaching along the roads to the north 
and west This is the only tank provided to 
the RU team here, so keep it repaired with 
a team of engineers. Engineers can assist 
the tank by targeting incoming vehicles 
with rackets or by placing mines along the 
depot's northwestern entry points. While the 
T-9QA covers the roads, position infantry on 
the hillside to the north and east to ambush 
US troops rushing toward the ebjectives. 
Expect large waves of US attackers to come 
charging down the hill, dropping down into 
the depot from the north. Constantly patrol 
the north side of the depot to search for 
attackers. 
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lx Growler ITV 
lx AAV-7A1 AMTRA 
lx Ml Abrams 
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RU DEPLOYMENT 



M-CQM Station A is located in the neighborhood on the east side of 
the highway, sitting outside a small concrete building. The street to 
the east of the objective is directly connected to the depot to the 
north, giving US attackers easy access to this location from their 
deployment area. Therefore, fhe RU defenders musf gather around 
this objective to prevent rush attacks. The Kornet launcher here 
has a clear view of the northern approach and is ideal for targeting 
incoming vehicles. But attacking infantry may push through the 
neighboring buildings to the north as well, avoiding the long sight 
lines of the eastern street. This is the preferred method of attack 
when approaching this Qblective on foot. When possible, fry to 
occupy the building directly west of fhe objective. From inside, you 
can blow a hole in the wail just behind the abjective and access the 
M-CQM station from the rear to plant a charge. This is a great way 
to avoid exposing yourself to defenders positioned in the courtyard 
and street to the east 


M'CQM STATION B 



This objective is located on the west side of the highway, within a 
trailer by the Construction Site. The street to the east is the most 
popular avenue of attack, so defenders should watch this approach 
at all times. The Kornet launcher here is well positioned to target 
vehicles approaching from the north. The RU team may also want 
to consider parking their T-9QA along this street to counter vehicle 
and infantry attacks. While the eastern street offers the quickest 
path to the objective for the attackers, it is not the safest. Instead, 
try to flank the objective from the west. There's a short flight of 
steps on this side of the trailer that infantry can use to sneak up 
on the objective. If you prefer a more direct assault, use the Ml 
Abrams gnd AMTRAC to aggressively attack the area around the 
trailer. This is a great way to distract the surrounding defenders, 
allowing infantry to infiltrate the trailer and set a charge on the 
M-COM station. 
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Ml Abrams 


1 


60 sec. 


In this stage of the battle, the US team 
deploys from the depot. Before moving out 
work to secure the depot and hunt down 
any RU stragglers hiding in this sprawling 
facility. Also, don't let the RL) defenders 
escape with their T-9DA here, otherwise 
they'll have two tanks they can use to 
defend the next set of objectives. Once 
the depot is secure, move out toward 
M-CDM Station A. Instead of splitting your 
forces and attacking both objectives 
simultaneously, overwhelm the defenders 
at M-COM Station A with your full team, 
attacking aggressively with the Ml Abrams 
and AMTRAC to secure the area while 
infantry plant a charge. After destroying 
M'CUM Station A, leave the AMTRAC 
nearby to serve as a mobile spawn point 
for troops attacking M-COM Station B to 
the west This is a great staging area for 
the attack, allowing troops to flank the 
next objective from the south. 





• ■ I ' . 5 . I 4 . r m ■ r - 


9M133 Kornet Launcher 


SO sec. 
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Spawning along the highway, south of 
the objectives, the RU team has some 
significant ground to cover if they hope 
to reach the M-COM stations before the 
US team. Surviving RU troops loitering at 
the depot can buy defenders some time 
by harassing the US team at their new 
deployment area. This allows the defenders 
to secure both objectives before the US* 
team can launch an attack. Consider 
deploying the T-90A along the highway 
between the two objectives. From this 
location it can target vehicles racing down 
the roads to the north. The eastern road 
by M-COM Station A is also a good spot for 
the tank, as it help secure the ob|ective's 
eastern flank by engaging incoming traffic 
to the north, In any case, defenders 
should expect armored vehicle attacks at 
both objectives and prepare accordingly. 
Engineers armed with rocket launchers and 
mines are ideal for countering these threats. 









M-CGM Station B is inside a small garage-like structure west of the 
bus depot. The property is surrounded by a high stone wall, but 
this can easily be breached by attackers. So when attacking this 
site, use the Ml Abrams or rockets fired by engineers to bring down 
this perimeter wall for easy access to the objective. Eliminating this 
wall also denies the defenders cover and opens sight lines to the 
objective, When possible, attack from the east side to catch the 
defenders off guard — blast a hole in the garage's eastern wall ta set 
a charge on the back of the objective, Hiding within the perimeter wall 
won't help the RU defenders here. So establish a defensive line on 
the north side of the objective and pick off attackers that filter in from 
the US deployment area. The T-90A can be a huge help in locking 
down this location, but be ready to repair it as it's likeiy to take heavy 
damage from the attacking M1 Abrams, net to mention US engineers. 




Sandwiched between a bus and a bus stop shelter, M-CDM Station 
A can be a tough objective both to attack and to defend. However, 
the various hiding spots at the bus depot definitely favor the RU 
defenders: they can pick off US infantry attempting to access this 
narrow choke point This is obviously a great spot for booby traps 
like Claymores and C4, The foot bridge to the southwest offers 
the best elevated vantage point of the bus depot as well as the 
objective. So before approaching the M-CUM station, attackers 
should make an effort to sweep the nearby foot bridge to eliminate 
any defenders. Securing both ends of the bus stop is important, 
too. If any doubts persist, deploy smoke at the bus stop before 
attempting to set a charge. 
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RESPAWN TIME 


Growler ITV 


2D sec. 


AAV-7A1 AMTRAC 


3D sec. 


I 




•MMULTIPLAYER] 
II MAPS // Tehran Highway 



Ml Abrams 


1 

60 sec. 



For the final stage of this battle, the US team 
deploys on the west side of the highway 
near the Construction Site. At the earliest 
opportunity, use the Growler ITV spawned 
here to launch a raid on M-COM Station B 
to the south. By traveling along the road 
to the west, you can reach this objective 
quickly, possibly before RU defenders 
can. So waste no time blasting your way 
through the perimeter wall here and setting 
a charge on the objective. If the RU team 
manages to put up a fight here, attack with 
the full weight of your team, including the Ml 
Abrams and AMTRAC. Once M-CUM Station 
B is destroyed, park the AMTRAC near the 
smoldering objective and use the armored 
vehicle as a mobile spawn point for your 
team's attack on M-GUM Station A at the 
bus depot Use your remaining vehicles and 
infantry to establish a perimeter around 
M-CDM Station A before planting the final 
charge. 








60 sec. 



9M133 Kornet Launcher 


2 

60 SBC. 



This is the end of the line for the RU team. 
Securing a victory here hinges on holding out at 
the final two objectives positioned near the bus 
depot. As usual, the RU team must make the 
most of their T-9DA to hold off the onslaught of 
US vehicles and infantry. Consider positioning 
the tank along the street north of M-COM Station 
B to counter raids by vehicles approaching from 
the US deployment area. This objective is-most 
likely to come under attack first, so get the tank 
here as quickly as possible at the beginning of 
the stage. But don't neglect M-COM Station A, 
either. Fortunately, defenders can use plenty of 
sneaky hiding spots at the bus depot to prevent 
the US attackers from setting a charge on 
M-COM Station A. Although the RU deployment 
area isn't far away, consider placing Radio 
Beacens near each objective to give your team 
spawn points closer to the action. But don't 
forget to spawn back at the deployment area if 
the T-9DA is destroyed — bring a freshly spawned 
tank to the front lines as soon as possible. 
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During the Squad Rush match, 
the action is limited to the small 
neighborhood on the east side 
of the map. While long-range 
combat is a possibility along the 
street to the east, it's wisest for 
the attacking team to avoid this 
route, as it's most likely being 
watched by the defending squad. 
Whether attacking or defending, 
your squad doesn’t need more 
than one sniper. Most of the 
action occurs at close quarters 
among the buildings, alleys, and 
yards at the center of the map. 
Assault troops and engineers 
armed with carbines, shotguns, 
and submachine guns all fare 
well in these close-quarters 
engagements. Attackers may want 
to bring along some smoke, too, 
which is useful for obscuring the 
objectives while planting charges. 


The Back Yard is the site of this skirmish, as the US 
squad attempts to destroy the M-COM station inside 
the garage. Deploying from Itie depotto the north, the 
US team should avoid advancing along the’streetto 
prevent being spotted and picked off by RU defenders 
posted near the objective. Instead, cut through the j 
buildings and alleyvyays on the west side of the l? 
street. When the garage is within view, instead of 
rushing toward the objective, cirde around the south 
side of the structure to sweep the area for defenders. 
Always assume defenders are hiding in the garage, 
so toss grenades inside before approaching the 
objective, when defending this position, don't move 
too far away from the objective. Establish a perimeter 
around the garage and always make sure the south 
side is monitored to prevent srteak attacks from the 
rear. The roof of the garage is accessible via the 
staircase next to the objective. The roof provides a 
great view of the eastern street as well as the open 
area on the north side of the garage — this spot can 
serve attackers as well while defending the charge on 
the obiective. But if you're on the roof, remain prone to 
avoid silhouetting yourself. 


primagames.com 


SQUAD RUSH 


Z0NE1 


ZONE 2 


US DEPLOYMENT 


RU DEPLOYMENT 
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The next objective is in the same neighborhood 
as the Back Yard on the east side of the highway. 
This M-COM station is positioned inside a small 
garage within a commercial structure. The garage 
□pens onto a wide courtyard and the objective Is 
visible from the street to the east. The RL) team 
can effectively lock down this location simply by 
this small garage from the perimeter of 
courtyard. But cover is very sparse here, so 
stay low in an effort to conceal your position. It's 
a good idea to post at least a couple of squad 
members around the garage while the rest of the 
team covers the northern approach. Once again, 
attackers should avoid rushing down the street. 

The buildings and yards to the north offer much 
more protection, but they also serve as good 
ambush points for the defenders. So move through 
this area slowly with your weapon raised. When 
you reach the Trading Co. building, circle around 
the western and southern sides, performing a 
through sweep of the courtyard before approaching 
the objective. It may be necessary to kill the entire 
defending squad before it's sate to plant a charge 
on the M-COM station. 




if you're familiar with the Conquest variants of Tehran Highway, 

. 3 j'll have an easier time getting your bearings in this chaotic 
match. The action here is restricted to the areas around the Back 
Yard, Truck, Foot Bridge, and Construction Site, While the highway 
makes up a large portion of this map, avoid this area if you're on 
foot. Three of the four potential IFV spawn locations are positioned 
along the highway — ^the fourth is on the north side of the map, near 
the depot Given the wide roads and long sight lines, the !FV has 
an easy time operating along the highway. But if you're on foot, 

It’s a good idea to stay within the neighborhood on the east side 
of the highway. This gives you a better chance to confront other 
squads at close to intermediate range. This neighborhood also sits 
on higher ground, so your squad fires down at opponents on the 
highway to the west. 



The combat zone in this map is similar to Squad Deathmatch, buf 
now the highway area is off limits, restricting action to the small 
neighborhood to the east. So prepare tor plenty of dose-quarters, house- 
to-house fighting in the map's center. The long narrow streets on the 
east and west sides of the neighborhood offer flanking opportunities, but 
prepare to come underfire by recon opponents positioned to the north 
and south. Implementing a team strategy on this map is difficult due 
to the tight quarters. But make an effort to control either the norfhern 
or southern ends of the map. This allows your team to take advantage 
of the long sight lines along the streets to the east and west while 
occupying buildings in the center. Consolidating your team on one end of 
the map is a great way to overwhelm less organized teams consisting 
□t small squads and lone-wolf players. So set up camp to the north or 
south and dig in. If your whole team can stick to the game plan, you 
have a strong chance of walking away with a win. 
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The co-op Mode in Battlefield 3 is an interesting hybrid of the smaller maps from the Campaign and a simplified version of the persistent 
reward system from Multiplayer, it offers a separate, but parallel, storyline that runs alongside the efforts of Black, Dima, Miller, and Hawkins 
that provides an alternate take on the fight. 

Though there are shared environments from the Campaign, they're often presented in new or slightly differing ways. And like the Multiplayer 
experience, enemy fire deals far more damage. There's no shrugging off multiple rounds here; if you come underfire, even on the easiest 
difficulty levels, it's quite easy to go down. Stick to cover, use teamwork, and above all else, communicate constantly. 


THE BASICS 


These exclusive weapons are a mix between those that are class- 
specific and others which can be used with any kit. Earning them 
requires plenty of practice and a firm knowledge of each level. 

It is highly recommended that all Achievement/Trophy runs be 
attempted on Easy. It's also a good idea to stick to Easy for your 
first time playing through co-op so you can learn the layout of the 
levels: enemy placement, surprise threats, the flow cf the missions, 
and so on. 


Notching up the difficulty has a number of key effects: enemy 
gunfire does more damage, the aim assist is reduced or completely 
disabled, and when in Man Down state, you’re given less time 
to be revived by a teammate. There's no significant difference 
in the number of enemies or the points earned per mission. 
Nevertheless, on higher difficulties, enemy aim improves and their 
Al level increases, making them far more lethal. Patience becomes 
increasingly important, as does familiarity with the mission at hand. 
It's highly recommended that you and your teammates make an 
Easy run-through before attempting the tougher stuff. 


[TIP] 


The Art Df Bieeding Out 

!f s going to happerv, you're going to be surprised by a grenade 
or 3 close-quarters enemy and enter the Man Down state. This is 
not the end, however; you can still fire your sidearm and youVe 
still mobile enough to crawl towards buddies and capable of 
firing your sidearm. Use this to your advantage by crawling over 
+0 heavy cover, aiiowing a co-op partner to assist you without 
coming underfire himsstf, There's nothing worse than going from 
support to a iiabilit'/ in the middle of an intense battle, lake the 
time to settle yourself into a position to get patched up without 
getting your friends killed. 


[TIPl 

Eyes On 

Verbal communication during misalons is crucial, but comments 
tike "second tango from the left, your 12 o'clock' isn't as helpful 
as simply spotting the target for your teammate. Spotling works 
exactly as in muitipiayer, with the added benefit of bslng able 
to see v/hich pisyer has marked a target thanks to a tranriy iittie 
number next to the orange blip over an eneiny's iisad. it only 
takes a second, and helps identify targets with great efficiency. 
On harder difficulty levels, this can be the difforencB befrveen 
drawing's bead on a target before they can take out your buddy 
or watching them get gunned down in front of you, nBcessitati 
a revive. 


h'*' r“ 
> < • 
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Being a good Marine is more than just shouting "Hooah" and 
gunning down tangos left and right. You have to work as a unit, 
supporting and covering your fellow squadmates with absolute 
precision. Grabbing cover should be the first thing you think about 
when entering a firefight. The second should be controlling the 
kick from any weapon, be it an assault rifle, light machine gun, or 
machine gun. Burst fire is key; not only will it keep your view from 
bucking from the recoil, but it allows for quickly reaction to changes 
in the combat situation should an enemy take cover or if more of 
his friends join the fray. Remember, too, that bullets in Battlefield 
are modeled just like the real thing. You heed to lead far-off targets 
while accounting for bullet drop over long distances. 


Starting the co-op campaign offers a chance at acquiring several 
Achievements/Trophies. In addition, it offers the lasting benefit of 
unlocking new weapons for use in Multiplayer. They are; 


MP412 REX Revolver 


Available For: 

All Kits 

Points Required: 

63,D00 , 

KH2Q02 Assault Rifle 


Available For: Assault Class 

Points Required: 

126,000 

MP7 Machine Bun 

•.n 

Available For: 

All Kits 

Points Required: 

183,000 

MSB EMR Assault Rifle 

.•VJT 

<1 

Available For: Recon Class 

Points Required: 

262,000 

V 

B3R Pistol 


Available For: 

All Kits 

Points Required: 

315,000 

i! 

SG553 Assault Rifle 

i 

Available For: Engineer Class 

Points Required: 

g 

378,000 , 

•jO-nT 

G3A3 Assault Rifle 

L»_:rTr 

Available For: Assault Class 

Points Required: 

441,000 











The enemy has gotten wind of the camp's weakened condition 
and the PLR are poised to take full advantage of the situation. 
Reports of a large invasion force moving in on the camp's position 
from all sides has pushed tensions to the breaking point for the 
small detachment tasked with the camp's defense. History is 
filled with examples of numerically inferior forces triumphing over 
their adversaries through superior strategy and tactics; these are 
the moments where a soldier’s training is put to the ultimate test. 
With the support of five Humvees armed with .BO cal machine 
guns, hold back the enemy surge set to converge this critical 
urban junction until the extraction choppers arrive. 


DC A number of high valued POWs are being detained 
X at a US camp. A recent earthquake has weakened 
^ the camp's defensive perimeter and made it 
w vulnerable to PLR attacks. An evacuate order of 
Q the camp has been given. You and a handful of 
m marines are assigned to defend the camp until all 
y personnel have pulled out. 


INITIAL 

WEAPON 

LOADOUT 


WEAPONS 

FOUND 

□URINB 

MISSION 


M15 AT MINE 


AK-74M 

















f 1 


M249 

MSS EMR 

M18 CLAYMORE 


iinojjtL' ■ 




M16A3 

FGM148 JAVELIN 











The bridge columns under the walkway offer superior cover and 
more mobility for your squad. This area is close to the Ammo 
Crate, both columns are close enough for you to support to any 
overwhelmed squad member and the position can halt the PLR's 
progress on both sides of the street. 


TAKE UP POSITION AT THE WALK BRIOGE 

□ncB the mission begins, all available units are called to scramble 
toward the walk bridge that spans the north section of the broad 
thoroughfare. While the Humvees hold position to the south, your 
squad moves to the front lines to meet the inbound hostiles. Once 
you reach the bridge, take a defensive position around the bridge at 
street level and prepare for the troop onslaught swarming through 
the far end of the street. 

The walk bridge may seem like a good spot to hold position, with 
its elevated perspective and sandbag barriers installed along the 
railing. However, the metal sheets placed in front of these barriers 
only offer a brief tactical advantage. After the metal sheets are 
gunned down, you are only safe from enemy fire while prone 
behind the sandbags. Peeking in and out in this state to attack is 
difficult and can allow multiple enemies can advance under the 
bridge out of your line of sight. Keep them at bay before they reach 
and engage the Humvees. 


Achieve ment/Trophy Tip; Car Lover 

The Humvees play a critical role in maintaining a last 
of defense for the camp Keep the .Humvees for 
the duration of the mission and earn the first co-op 
Achievement/Trophy. Unless you are a glutton for punishment, 
take note that each co-op Achlevement/Trophy can be had on 
Easy difficulty. The Humvees' .60 caliber gunners can mow down 
most of the troops that make it past your lines, but they are in no 
position to take down the troops sporting RPGs and the BMPs that 
periodically roll down the street. 

Acquiring and 
prioritizing these 
major threats are 
the key to success. 

e RPGs always 
position them- 
selves on the high 
ground — perched 
on the top floors of 
a building. Scan the 
area for these heavy troops and make killing them priority number 
one once they are spotted, When confronting the BMPs, grab a 
mine or claymore from an Ammo Crate and place them along the 
vehicle routes detailed below before the regular troops arrive. 
These explosives won't destroy BMPs outright, requiring you to 
use your equipped Javelin to permanaently scrap them. Be sure 
you are safe from any remaining PLR troops or BMP turrets before 
trying tc get a lock on the vehicle. Take your shot cautiously since 
you'll have to wait a full five seconds to reload a fresh missile. 


There is barely a moment to think after clearing the north side of 
the street. Scouts report more hostiles moving through the rubble- 
filled alley, west of the walk bridge. Grab a mine from the Ammo 
Crate and place it at the mouth of the alley in anticipation of iater 
threats. Find a secure spot to stop all the soldiers advancing into 
the small market next to the walk bridge. There is good cover near 
either wall under the bridge stairway, or stay put at the nearby 
bridge column. 


HOLD THE DEFENSIVE LINE 


I 

I 


I 

i 

! 



Once in position, took down your iron sights past the smoke and 
haze to the northern horizon. Be patient and aim carefully at the first 
wave coming over the rise in the road. Try to take them down while 
they charge in and look for cover behind the cars parked along the 
street. Although the targets are harder to tag from far away, don’t 
pass up this opportunity to clear them out while they are still out in 
the open. Cover both sides of the street, hut anticipate the bulk of 
the invaders to charge in from the street's left side. The right side of 
the street has fewer parked cars and enemies eventually run out of 
cover as your teammate covering that side tunnels them over to the 

left side of the street. 
After gunning down 
several waves of PLR 
forces, a low rumble 
shakes the street, it 
is not an aftershock, 
but a BMP moving 
in to take out the 
Humvees. 


Watch out for the RPGs camping on the top floor of the northwest 
building — both you and the Humvees are wide open to attack 
from the high ground. They are tricky to take down but you don't 
have much choice unless you're willing to expose the Humvees 
to considerable damage. Luckily, the proximity of this alley to the 
Humvees gives their gunners a chance to provide covering fire, 
allowing you to easily flank the hostiles, 


« 
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As you weed out the last of the gunmen, the mine placed earlier 
roes off and signals a BMP's arrival through that narrow alley, 
“imediately switch to the Javelin and blow up the infantry' fighting 
, ehlcle before it travels out of the market. If it clears the market 
stalls, it will almost certainly will blow up one of your Humvees. 
Annihilating the BMP leaves both the north and west ends of the 
street clear, but the fight is far from over. 



REINFORCE THE EAST PERIMETER 

Replenish your weapons ammo at the Ammo Crate before following 
the Humvees to the east side perimeter. It's hard to shake an 
ominous feeling while repositioning as several aftershocks rock the 
area. To prepare for the incoming heavy vehicles that precedes the 
regular PLR troops, grab a mine or claymore. They can be acquired 
from one of two Ammo Crates, either on the roof of a nearby 
buildings or inside the open garage door inside the building on the 
right After setting the explosives, seek out an optimal defensive 
position and get ready for the PLRs last — albeit largest — attack 
battalion. 

■ {TIP ] 



Location, Location, Location 

'there are many worthy spots that allow your team to ambush 
the numerous hostites populating the east side, but the best 
defensive formation hinges on a bird's eye view that covers a 
street level teammate. Climb ths ladder on the building right next 
to the archway that leads into the east side perimeter. Equip the 
sniper rifle on the Ammo Crate and iie down in the corner cf the 
building next to the sandbag barriers and the metal sheet. While 

you scope out the 
scene from above, 
your teammate 


can laKe a prone 
Dosition behind the 
second white car 
on the street and 
draw most of the 
enemy's altentian. 




J 


[CO-DP] 


iJ 


. 


'i iA ^ 




The scouts from the chopper above inform your team that several 
squads are about to pour out of the other end of the street. 
Opposition forces arrive in the area from the left corner of the 
intersection. From this location, they either charge forward from 
cover to cover as they inch their way to the Humvees. or hang 
back and dig into defensive positions behind the row of parked 
cars at the end of the street. Your teammate covering the street 
level can strafe behind the white car and spot targets from either 
side. Aggressively unloading bullets on the encroaching enemies 
successfully draws the majority of PLR attention and eases enemy 
pressure on the sniper's high perch, This allows the sniper tc easily 
pick off any soldiers out of his teammate's view without fearing for 
his safety. 

After several squads are mowed down, the action shifts to an 
alleyway to the right of the cars. From the high ground, keep an eye 
out for these troops and warn your teammate of the approaching 
hostiles. Your partner on the ground should shift position in order 
to keep the white car between him and the PLR soldiers. Things 
get cooking as the troops continue to flood the area. While your 
teammate is busy with the troops trying to flank his position, scan 
the root and top balconies of the buildings directly facing you. RPG 
units are hiding along the concrete lips of the buildings, waiting for 
a chance to fire a rocket at you or your teammate. Catch them in 
the act as they pop up to aim their rockets and nail them with a 
quick head shot. 



Once the majority of the PLR troops are taken care of, the enemy 
battalion is reinforced with a final BMP that drives down the street 
toward the Humvees in a last ditch attempt to breakthrough the 
convoy to the camp. Switch to the Javelin for the last time and fire 
and unleash multiple missile payloads at the Russian vehicle until 
it is immobilized, With the last heavy vehicle disposed of, return 
to the cross street behind the Humvees and board the transport 
helicopters for extraction from this hostile area. 
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An American convoy eGcorting a genera! privy to 
classified Intel has been ambushed on their way 
back to base. The general is being held captive in 
a remote mountain village. You will be providing 
close air support for a strike team sent in to 
rescue him. 



Finally, a taste of the Batrlefield series' hallmark vehicles without 
having to actually deal with the chaos of online multiplayer. 
Unfortunately, the vehicle being offered on this mission is easily 
the most difficult of the bunch: the simultaneously feared and 
loved helicopter. If you’re looking for a bit of training before putting 
the lives of your online brethren at risk, this is the way to do it. 
Just don't expect to become an expert your first time through this 
lengthy mission. When playing as the pilot, your gunner is counting 
your flying skills to keep the helicopter level and help them line up 
targets. Steering the craft takes a light touch and a steady hand, 
so this guide focuses on the pilot's perspective during the mission. 
Compared to navigating this valley intact, operating the main guns 
and guided missiles is a piece of cake. 
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After removing the mortar threats, the Fire Teams will come under 
attack from multiple tangos in fhe tilled field directly ahead of them. 
Use the same techniques here as before, hovering as a pilot with 
minimal altitude changes or lateral movement to let your gunner get 
the best position. Try to hover parallel to the lines of the field, as 
fhe trees between them offer ample cover for the enemy ground 
forces. It's critical that gunners take note of the infrared scope's 
incredible usefulness. It lights up targets that would otherwise be 
almost completely camouflaged against the backdrop of the brown 
soil and leafy trees below. 
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Start by taking off from the landing pad and cruising at relatively 
high altitude through a narrow canyon that spills out into a small 
farm village. Your helicopter is faster and more agile than the troop 
transports moving Fire«Teams Alpha and Bravo into the combat 
zone, so use the opportunity to move out into the farmland just 
past their landing zone. Here you can turn to face them and 
practice leveling out and hovering. The pilot's external view here 
comes in handy when first wrapping your head around the concept 
of controlling the pitch of the aircraft. Watch how the whole 
helicopter responds to each subtle adjustment to the controls to 
acclimate to their sensitivity. 

Once the Fire Teams get their boots on the ground, the mission 
proper begins. 


SUPPORT THE FIRE TEAMS 

The first target the air support is tasked with is a pair of mortar 
batteries on opposite ends of the river that snakes through the 
middle of the map. As a pilot, resist the temptation to unload with 
rockets since lining up the target requires that the helicopter pitch 
downward, which will in turn cause the craft to lose altitude and 
begin moving forward. Instead, the gunner should take out the 
targets by switching to injfared and targeting the mortars with the 
main cannon. The pilot's rockets’ explosive payload might seem 
a good way to make a strafing run, but the cannon is far more 
effective. As a gunner, concentrate fire on the targets until they're 
turned from HUD blip to non-issue. You can save ammunition by 
targeting the nearby vehicles and catching the mortars in the 
ensuing explosion. 
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Despite the name, you can indeed take a little incom- 
ing fire — from small arms, mostly — and still earn this 
Achievement/Trophy. What you can’t do, however, is 
withstand too many sustained attacks from the mobile anti-air 
vehicles and BMPs that appear throughout this mission. If facing 
ground troops, fee! free to venture close to allow your gunner to 
take out the targets. But when engaging a vehicle, attack from 
afar and don't be afraid to beat a hasty retreat if you've drawn 
too much attention, if that pounding from the ground becomes 
too much for the engines, a fire warning will sound for the pilot, 
necessitating the use of the Fire Extinguisher, which instantly kills 
the chances of becoming Untouchable. As with ai! co-op Achieve- 
ments/T raphies, attempting this on the Easy difficulty is abso- 
lutely recommended. 


ESCORT FIRE TEAMS TO LZ 


■ [ CAUTION ] 

1 ' 1 

A Crash Course in Heii Piloting 

Your first time flying a helicopter is bit like trying to ride two 
bikes at once; the thing just wants to get back down to the 
ground, pilot and crew be damned. The key to getting a handle 
□n things is to start siowiy and remember a few basic strategies. 
Your top priority is mastering the throttle control and learning to 
pitch the rotors in the direction you want to go. Apply the throttle 
sparingly; your heli is incredibly nimble while fuel is being applied 
to the rotors, but that power also amplifies minute changes in 
direction. Start slow, learning to pitch your view down to pull 
the aircraft forward, then back to slow it down. Remember that 
this also increases altitude, so feather the controls at first and 
experiment with pitching the aircraft forward and back without 
applying more throttle afterward. 


The second lesson is in actually steering the whirlybird. The 
main controls used to turn left and right on-foot apply here to 
rotation around the helicopter's central axis. The normal look 
controls guide the ability to pitch, allowing you to strafe the 
helicopter side to side and move forward and backwards. Suc- 
cessful navigation uses a combination of these controls; rotation 
to actually change direction and pitching the craft to help level 
out and counter excessive momentum in undesired directions. 
There's no hard and fast way to teach this; like learning a clutch 
in a stick shift, it must come naturally in time after practice. 
Eventually, things like slow banking turns or even quick 1GQ 
degree snaps will become second nature. 


Of course, there's also the matter of your gunner to consider. Al- 
though the forward turret they command can rotate quite freely, 
it doesn't do much good if the heli is traveling in the wrong 
direction. Use those first lessons to get a handle on hovering as 
evenly as possible, and above alf communicate with your gunner 
to let them know when you need to make an abrupt change. The 
less you move, the more precise their shots will be. Since the 
pilot only has a limited supply of rockets before reloading, keep- 
ing the helicopter steady is the single most important technique 
for taking out ground troops. 


As a gunner, you have tar more range of movement. Lise this to 
call out targets that you'd like the pilot to swing around to get a 
better position on. The gunner's ability to switch to an enhanced 
vision mode makes picking out those last few stragglers and 
spatting them for the pfiot much faster, and can mean the dif- 
ference between losing Alpha or Bravo squads or seeing them 
charge forward toward the next objective. 

■ 








When the initial threats have been gunned devi/n, Alpha and Bravo 
will move up a short distance. They don't get very far before 
coming under fire again from more enemies in the twin fields 
ahead, as well as enemies in the modest structures bordering the 
fields. While responsibility for taking these enemies out still falls to 
the gunner, pilots can finally make use of those rocket volleys to 
completely destroy the structures tangos are firing from. Unload 
with a salvo, then manually reload as you would on foot instead 
of waiting for the current rocket supplies to dwindle to nothing. 
Reload on your terms to avoid being caught with less than a full 
complement of firepower in fights to come. 


Only once the threats near the fields have been removed can Alpha 
and Bravo move up again, this time to the bank of the river. A pair 
of RPG-wielding PLR are waiting on rooftops to the right and left 
of the gas station in the middle of town. Unload on them with the 
gunner or make use of the rockets' ability to collapse the rooftops 
entirely, robbing the RPG troops of their footing. Having eliminated 
the threats to the heli, assist the Fire Teams with the PLR that pour 
out of buildings on the other side of the river. Take things slowly, 
clearing each squad of enemies in an area before slowly moving 
to the next group. Always keep in mind the many nearby vehicles 
can be destroyed to provide some explosive deterrence. Look for 
a large explosion at the gas station as a sign that enemy numbers 
are dwindling and take out any remaining ground forces so the Fire 
Teams can continue pushing up, 






■V.' 










I T r * * 



' 

.’i 

S'-'l?,. ;V 






.-.V — ■- 


y>: 







^ 'i™ 




^ vv ■ ■■ .tWwB 
















. ‘•4 




.SjV, 



• •A--- *.-rv >y • 





► I . •{ “ I 




— '■J"* 




; 


'■ ,h-. 


•.W’X-.'s',-',- • 


-S', 


' VXBg ttS ^ 

, . . .1 ^ ™ 

. ■ ‘AS, > sSm, 


■ g, ^ 




^*7 






'^X:. 



- ••■■,■ 'Xa'‘’x 

: I j ^ I • . » 


.-A • 


.,x^.^x;-:'X'.xx . 





■s-y * 





vS: 









*' 



‘-i? 

























•V 


w: 
















As they do, a pair of BMPs will roll out of the main compound at the 
far end of the map. Taking these armored vehicles out is best done 
at a distance, with the gunner switching to the guided missiles 
the helicopter is packing. These aren't fire^and-forget weapons; 
the missiles must be guided toward their target by keeping them 
painted in the center of the targeting reticule, so ask your pilot to 
hover from afar to allow a clear line of sight toward the BMPs. It 
may take multiple tries to hit home as the vehicles are constantly 
on the move. 

S"^rafing runs are generally not recommended here, though the 
: .ofs rockets can help pour on the damage to eventually take out 
the enemy. However, getting close to these armored mobiles is a 
risky proposition than can cost you the Untouchable Achievement/ 
Trophy before you know it. 


The Teams will come underfire again as they push up the street 
cutting through the middle of town — ^the most dangerous targets 
being a pair of RPG PLRs. Take them out as you and your co-op 
partner did before, then switch to hovering alternatelymear the 
buildings on the left side of the street and the grassy areas on the 
right to help thin out the opposition. 


A trio of threats present themselves as the teams move up: a pair 
of BMPs and a far more dangerous mobile anti-air vehicle with its 
sights trained directly on your helicopter. Focus on the AA first, 
using guided missiles as available. Note that the pilot's own missiles 
and the gunner's cannon fire are more effective on the AA than the 
BMPs. Once the AA has been dealt with, concentrate on the BMPs, 
hitting them with everything you and your partner have got. With the 
major threats eliminated, move on to take out any remaining ground 
forces with the cannon, including gun trucks. You can pick them out 
easily from their surroundings with the infrared view. 
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Keep dVes on the twin troop transports as the teams board and 
dust off, then enjoy a well-deserved high five from your co-op 
buddy or buddies for a job well done. 
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REPEL THE ATTACK 


The Fire Teams may have infiltrated the compound and found the 
general, but the PLR aren't going to let him ge without a fight. A pair 
of BMPs and a mobile anti-air appear on opposite sides of the map 
and must he dealt with quickly. Focus on the single BMP coming 
out of the tunnel near the river on the right side of the map first, 
watching out for its gun truck escort. Then take out the remaining 
BMP and AA moving toward the compound, dusting any nearby gun 
trucks as your strafing runs allow. Remember that while distance 
is important here, so is line of sight for those guided missiles. The 
catch is that whenever a gunner has a clear shot toward the mobile 
anti-air, it can fire back just as cleanly so work quickly. Any remaining 

gun trucks and 
ground troops that 
weren't taken out 
while attacking the 
trio of main threats 
will take up position 
near the compound, 
so gun them down 
to help with the 
extraction effort. 


ESCORT THE FIRE TEAMS TD EXTRACTION ZONE 


As the Fire Teams move out of the compound and begin pushing 
right toward another field, a mass of ground troops and gun trucks 
attempt to route them. Pilots should hover around the open plain to 
the right of the compound to allow gunners to lay down heavy fire 
on the enemies there. 


Before the fight is over, yet another pair of armored vehicles spills 
out from the tunnel near the river where the single BMP emerged 
before. Quickly move to eliminate the anti-air, then the BMP to allow 
the Fire Teams to move to the extraction point. 
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EXFLTRATON 


Although El Zakir has contacted the US and is willing to surrender 
himself, the PLR is not willing to give up one of their own so 
easily. Several PLR troops guard the complex he's being held 
in. Once he is freed, the entire army reacts and engages the 
extraction team with a fuil-on assault through the streets of 
Baghdad. 


INITIAL 

WEAPON 

LOADOUT 


WEAPONS 

FOUND 

OURINS 

MISSION 





MS SUPP 

M16A3 


870MCS 


G3A3 


AK-74M 


"""yUM 


SAIGA 12K 


SVD 


KH2002 




RPK-74M 


o: 

< 


Thanks to extensive intelligence work, we've been 
able to locate El Zakir. He was not expected to 
give himself up, but when local agents located 
and captured his immeadlate family, he agreed 
to negotiate his surrender. El Zakir is awaiting 
extraction In an apartment complex in the 
outskirts of Baghdad. You need to secure him and 
bring him back to the Green Zone. 
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tOCATE EL ZAKIR 

ESCORT EL ZAKIR TO THE HUMVEES 


Ninjas 

Baghdad doesn't exactly mirror feudal Japan, but the 
extraction team can execute their plan quietly like the 
notorious asssassins of that era. To obtain this co-op 
Achisvement/Trophy, reach Ei Zakir without comprimising the 
extraction team’s presence. To avoid detection, crouch and quietly 
move through the complex, eliminating any guards or security 
systerfis that may reveal your position. When you encounter a PER 
post manned by several hostiles, kill the guards swiftly and quietly 
using the silenced pistol or save ammo with the knife when their 
backs are turned. Most of the rooms and halls in the area have 
more than one guard posted, and all must be eliminated simulta- 
neously to remain hidden. Falling to coordinate attacks with your 
teammate results in a PER guard tripping the alarm and alerting 

he entire complex 
presence, 
those alarms 
ig, the complex 
imes the 

inter of an intense 
refight rather than 
swift, stealthy 
<tractlon, 


Hop off the Humvee, pass by all the garage doors and enter the 
complex through the door on the west side of the building. As you 
enter the complex, crouch to stalk carefully through the garage 
until you reach a pair of guards lounging in front of a television. 
While they watch the latest news reports, aim your pistols from 
just outside the door or through the entryway window and take 
them out. 


With the garage clear, continue your search for El Zakir, traveling 

through a hallway that leads to the laundry room, Take position in 
the small room \ust before the laundry room and carefully aim your 
p\sfo\s af the next set of guards posted there, After putting some 
permanent bloodstains in the guards' clothes, watch out for the 
Closed Circuit TV [CCTV] camera installed In the hallway ahead. 

Take a cautious peek at the CCTV as you go around the storage 
shelf in the center of the room, place the device between your 
sights and disable it with a shot or two. 

There are two more CCTVs placed in the storage hall ahead. To be 
absolutely syre you don't get caught in either cameras' view, aim at 
each CCTV through the storage grates. Slowly edge past the first 
storage grate to spot the camera installed in the second corner of 
this storage hail and uninstall it with authority. With one camera 
down, set your sights on the next one placed in the corner near the 
door at the end of the hall. 


Now that those voyeuristic viewfinders are out of commission, 
go through the door at the end of the storage hal! to reach the 
apartment's stairway, A PER guard, with his back turned away 
from you, is standing at the base of the stairway. There is no 
need to waste any bullets on this guard; simply sneak behind him 
and silently put him down with your knife, Intel says El Zakir is on 
the third floor of this building, but the path up to his apartment is 
dense with heavy security. Keep those sights trained ahead as you 
quietly climb the first flight of stairs. A single guard and a CCTV are 
positioned next to the second floor doorway. Stay out of view near 
the top of the first set of stairs and decide with your teammate 
who takes down which hostile. Get a precise bead on your 
designated target and coordinate a simultaneous attack to continue 
the journey upward undetected. 


■ [ TIP 1 

QuantitVi Not Quaiity 

While aiming for a haadshat is nice for perfectionists out there, 
a missed shot can screw up a perfectly good stealth mission 
and any chance at that Ninjas Achievement/Trophy. Unloading 
several shots at the enemy's center of mass while their backs 
are turned may not be elegant, but it beats having to restart the 
^ mission. 


□ □n’t congratulate each other just yet; there is another security 
post occupied by two guards and a CCTV near the third floor 
doorway. Follow the same strategy that worked for the last set — 
one person handles the CCTV and the other tackles the guards. 
However, whoever is charged with taking care of both guards 
has the tough task of finding the precise angle to carefully line up 
both guards in their sights, in order to maintain the team's cover, 

the bullets must 
penetrate the first 
target and take out 
the one behind him. 
Fire multiple bullets 
to ensure that both 
targets go down 
to clear out the 
stairway. 




Enter the third floor and sneak down the hall to find El Zakir's 
apartment, where two more guards are stationed in front of the 
door. Move into a good firing position without alerting them and aim 
for a headshotthis time. Since both targets have their backs to 
the wall, shooting at center of mass and right into their body armor 
does not take them out fast enough to remain hidden. Eliminate the 
door guards in one shot, and your team is awarded this mission's 
Achievment/T rophy. 

With ninja status obtained, breach the the apartment door and 
surprise the last two guards inside the living room. Now that all 
hostiles have been cleared out of the building, get to the frightened 
El Zakir cowering in the kitchen. After he equips himself with a 
weapon, escort the PLR defector to the stairway at the other end 
of the hail, down the stairs to the ground floor, and finally out of 
the building and to the waiting Humvees. 



TAKE POINT 

The asset is secure and all that is left is to escort the convoy out 
of Baghdad. Qt course, an exit strategy out of Baghdad is never a 
simple proposition. Move ahead of the convoy and trek down the 
street to scout for any threats. Turn left at the first corner, load 
up at the Ammo Crate on the left sidewalk and equip the sniper 
rifle next to it. Travel south down this short road and hang another 
left onto the narrow street ahead. Upon reaching the corner, the 
waiting PLR springs their trap. Suddenly, dozens of soldiers flood 
out from the far end of the street and begin firing upon the convoy. 
They're backed by additional hostiles camping out along the 
rooftops and balconies on the buildings on the south [right] side of 
the street. 



■ [TIP] ' 

Bait and Hook 

Since multiple targets are advancing down this single street, 

It's best to split up your forces between both sides of it in order 
to spread out the incoming fire. While your partner rushes out 
to the Vv'alkway on the right side of the street and finds cover 
between the support columns, stay bn the corner of the street 
on the left side and cover him by sniping the rooftop soldiers — 
espsclaliy any that are carrying an RPG. As your partner draws 
enemy fire from the street level, pick off any targets moving 

down the left side 
of the street that 
try to flank him or 
encroach on your 
position. Methodi- 
cally locate and 
eliminate each 
target until the 
street is clear of 
ail hostiles. 

* 1 


The Humvee convoy begins moving again once the PLR trap is 
thwarted and the opposition eliminated. Before trudging ahead to 
the next area, take this opportunity to replenish your supplies 
from the Ammo Crate located in a small gap on the north [left] 
side of the street. Now that you are rearmed and ready to go, 
head down the street and turn right at the next road to find a gate 
blocking the end of it. Walt for the Humvees to arrive and apply 
their ample horsepower to crashing through the gate. 



Follow them into a construction work site where another PLR 
ambush takes out several Humvee gunners. Without their gunners, 
the vehicles are extremely vulnerable to attack and your team has 
to provide immediate support. Find cover behind the crane at the 
north end of the area while your teammate locates some cover 
on the opposite side to cover your flank. The PLR ground troops 
can only enter the site through the corner on the south end. Fire 
on any enemy that comes through the corner, and scan the two 
buildings for any RPG equipped enemies. If you spot one on any of 
the balconies, focus your full attention on dropping those targets 
before they tan blow up a Humvee. 


TAKE GUNNERS PGSmON 

After your team survives the PLR's second ambush, the extraction 
team orders you and your partner to replace the Humvees' vacant 
gunner cabs. Run over to an open transport and get in the vehicle. 
The team is off scouting detail and now in the relative safety of the 
Humvee, but the exposed 50. cal turret reminds you that this is no 
leisurely drive to the extraction point. The convoy starts to move 
again through the streets, but is interrupted when the lead Humvee 
is destroyed by a hidden I ED. Open fire on the PLR troops' fortified 
position on the corner in front of the convoy while the Humvees 
regroup on the road to the left. Spray bullets at the enemies 
camping upon the building balconies above as the Humvees pick up 
speed down the narrow market road. 
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DETONATE C4 ON THE GATE 

A domed structure ahead houses several parked cars and a 
-=avily-reinforced wooden gate blocking the convoy from reaching 
Tte extraction point. Tasked with clearing the obstruction with a 
24 charge, your team exits the vehicles. While inside the building, 
stock up on supplies from the Ammo Crate before you place the 
charge on the gate and blow it up. Cnee you open up the path, 

=LR troops arrive to cut your team off from the convoy. They take 
Dositions in the alleyways flanking the stretch between you and 
the Humvees, laying down heavy fire. Utilize the Ammo Crate in the 
parage and lob enough grenades into both alleys until the coast is 
clear for the team to return.The convoy continues its run for the 
extraction point once the team reaches the Humvees. 


tTIPl 


Point Man 

There's no need for everyone to pWe out of the Humvees to 
teckle the ohjective. Leave your partner in their forward-mosT 
Hummer and proceed on foot, sprinting over to the gate to ioy 
down the C4, but hold off on detonating it. Sprint back to the 
cover of the Humvee convoy, letting that forward gunner un^jan 
on any enemies that might try to stop your sprint back to the 
trucks. Once under cover, detonate the C4 and climb back mto 
your vehicle, 


[tip! 

Rock the Rackets 

As the extraction team drives into the square, there are only a 
few seconds until ycur are forced to exit the vehicle. Use those 
precious moments to mow down as many enemy troops as pos- 
sible. Two juicy targets to consider before you part with the 50. 
cal are the pair of BM-21s, or rocket equipped trucks, in the cen- 


El Zakir and the rest of the extraction team have taken refuge, 
but are pinned down in a small storage garage in building on the 
northwest corner of the square. If you are running low on supplies, 
an Ammo Crate Is in front of the northern building, directly behind 
the remaining Humvees. in fact, the most secure cover in the area 
is found behind the Humvees. Crouch or lay prone while keeping 
the Humvee between you and the enemy. Alternate between firing 
from the rear or the front of the vehicle to retaliate against the 
numerous enemy PLR. 

Focus on weeding out the ground forces around the square first 
before even attempting to tackle the troops firing from the Iraqi 
Union Building. Staying behind the Humvees keeps you protected 
from the high ground, but the street level threats are constenify 
trying to flank your position. Gnly after taking down the bulk of 
the forces down here should you shift attention to the targets 
above. Once the main ground forces have been thinned to a more 
manageable number, be on the lookout for the RPG-toting ersm«^ 
scattered across multiple floors in the building ahead. &v‘ jnsne 
a couple of rockets, they can virtually obliterate most areas nf 
cover in the square. jn. ■ 


□nee the Union building and the ground troops are dsa'se. the 
extraction chopper arrives to remove El Zakir and ihs axTraction 
team from the PLR forces. Climb into the chopper and give the 
team that long awaited congratulations. 


CLEAR THE AREA 

The path has reopened and the convoy burns rubber as they blaze 
a trail to the extraction point. Unfortunately, the open square ahead 
is swarming with PLR troops. Before the evac choppers can land 
and dust off El Zakir and the extraction team, the area has to be 
cleared of all hostiles. Ooing so is easier said than done. The PLR 
have secured positions both in the center of the square and inside 
the Iraqi Union building to the south. Even worse, reinforcements 
are pouring in from both the east and west end of the square. 

With the multiple hostile contacts firing and attempting to flank the 
team, this firefight is going to take plenty of skill and endurance to 
survive. 
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The company El Zakir referenced is Levin 
Cooperative. It's located in central Paris. You need 
to go in and retrieve everything you can from their 
offices. A private security team has been alerted 
to your presence and is headed to the offices 
te stop you. You need to secure and extract 
whatever evidence there may be. 


WEAPONS 

FOUND 

DURING 

MISSION 


MP7 


PDW-R 


DAO-12 


USAS-12 


UMP-45 


RPK-74M 


AEK-971 


In an interesting reversal of the Campaign level Comrades, you and 
your co-op partners must infiltrate the Parisian financial district 
and then exit from the garage that Dima, Kirii and Dimitri infiltrated 
through. Your reward for making it through an absolutely insane 
series of firefights is the chance to take brief control of a car as it 
careens through the levels of the garage. 
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NEUTRALIZE ALL ENEMY FORCES 


h'usn un 

This IS quite possibly the hardest Achievement/Tro- 
phy in the game. It cannot be overstated enough: this 
should be attempted on an Easy dlfficultv run. It's hard 
enough to get through this fight at ali, much less without entering 
a Man 'Down state that requires a revivai from a buddy. 




0x3 


Move quickly as 
soon as the level 
kicks off, dropping a 
claymore at one of 
the doorways lead- 
ing into this small 
office while your 
buddy does the 
same with the other 
doorway. As soon 

;as) . 

as they're down, quickly retreat to the desk at the back of the 
■Qom and^go prone, looking out toward the windows. If the desk 
secomes too crowded, your teammate can hold position In south 
corner of the room where a iip provides cover from the windows. 

A trio of enemies crash through the windows, throwing flash- 
bangs as soon as they do. From your prone position, gun them 
down, then rise to assist your partrrer with the other entryways. 
~he claymores may not even be triggered, but their presence can 
“□Id back the enemy. Make sure to stick to cover and fire at any 
“ 3shiighfs*that coma into view before heading out into the room 
ceyond to finish' off any stragglers. 


Shortly after removing the rest of the breaching team, the double 
doors in the room outside the starting office will be blown open, 
=nd a few more enemies will try to pour in. Lob a grenade here 
to disperse and hopefully take out a few more enemies, then get 
ready for a real firefight. 


EXTRACT THRU THE GARAGE 


The hallway beyond the double doors is absolutely teeming with 
enemies. Stick to the cover on the right side of the doorway or the 
planters on the left to thin the number of enemies along the length 
of the hallway, Duck back into cover often or risk losing the chance 
at that Push Dn Achievement/Trophy. 


Once the more immediate threat of the enemies in the hailway 
are dealt with, things get more dangerous; a team of snipers have 

taken up position just outside and will fire in with laser-sighted 
precision an anyone attempting to make their way down the 
hallway. Sprint toward the left side of the display oase directly 
ahead, and keep a watchful eye for more enemies before pushing 
on diagonally to the right near another display case. On harder 
difficulty levels, grenades will be a constant threat, so stay on your 
toes. Use your co-op buddy or buddies to leapfrog up, providing 
covering fire for them as they move to the next bit of cover. 

Sprint back to the left 
and go prone behind 
a third display case 
and get ready for 
more enemies to try 
to crash the party 
from the doorway 
at the far end of the 
hall. Take them out, 
then sprint through 
the doorway. Avoid trying to take on the snipers; it's better to 
concern yourselves with the immediate threat in the hallway than a 
far-off hostile that can end your mission prematurely. 

The next room is mercifully free of windows and offers a brief 
respite from the enemy sniper fire—at least until the end of the 
hallway. Use the planters and display cases to continue to push 
forward and down the stairs to the lobby below, where a multi-tiered 
flrefighf erupts. Sprint into the room across from the staircases to 
grab a valuable bit of cover, but be prepared for plenty of tangos to 
storm in through the entrance facing into the main lobby. Gun them 
down methodically, then turn your attention to the fire coming from 
the upper level across the lobby. Be ready for inbound grenades: 
thankfully this room is large enough that you can sprint away from 
any explosions near the doorways. Look for flashlights up above and 

snub them out with 
a little lead before 
moving on up a set of 
stairways to the right 
Keep watch for any 
enemies that might 
try to ambush you at 
the top of the first set 
of stairs. 





Take things cautiously ahead; those fleur-de-lis-stamped walls are 
extremely poor cover. In fact, almost ail of the objects in the room 
designated by the waypoint will crumble away under gunfire — 
something to keep in mind as you discover the door out is blocked. 
Makd note of the Ammo Crate to the left and stock up for a big 
firefight. 
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A False Sense of Security 

Though it might appear the desks and computers here can offer 
some sembiance of protection, they're no match for the heavy 
firepower coming from fhe east. Tons of enemies are unload- 
ing on this office complex, and there are only a handful of real 
pieces of cover. There's a filing cabinet fo the left of the doorway 
facing east and a copier to the right of it. A small chunk of wall 
□n the far right side of the room can be used for cover, but only 
as a last resort due to exposure from enemies on the left side of 
the room outside. 


On easier difficulty 
levels, the bottom- 
less reserves of 
the Ammo Crate 
at the back of the 
room can make for 
a fun game of gre- 
nade toss. Unload 
with gusto lobbing 
grenades until 

incoming fire subsides, but remember that there's no real cover 
behind the desks, so don't get grenade happy lest you lose your 
chance at that Push On Achievement/Trophy. 



When the incoming 
fire finaliy dies 
down, that locked 
door suddenly 
becomes a bit 
more cooperative. 
Head toward it, 
but be ready for it 
get kicked open by 
a masked hostile 
and unload on him before he can take you out. Head down the 
stairs and into a chance for some multi-levei mayhem. 


it 


It a- 


The squad needs to briefly split to stack up at two doors on 
different staircase landings before both teams can breach at the 
same time. The upper floor is rife with enemies, but the OAD-12 
offers a meaty means of dealing with these close-quarters threats. 
Gun them down, then stock up with the Ammo Crate at the far 
left end before firing down on enemies that are going after your 
buddies below. 


For those on the ground floor, immediately take cover behind the 
circular columns on the left or right side of the room. Though this 
fight is meant to be something of a dual-level shootout, it's actually 
much more advantageous to double-back up the stairs and deal 
with the threat from above. Aside from being a better vantage point 
from which to snuff out all those flashlights, the Amme Crate up 
there means easy refills of grenades 

Keep in mind that this upper level's only real sources of cover 
are the circular columns jutting up from below and a small wall 
directly to the right of the entrance. However, the latter position 
is vulnerable to incoming fire from enemies on the left side of the 
room below. The low edge of this upper floor provides almost no 
cover, so stay near the deer leading back to the staircase and 
retreat there to recover health. 



More shooting kicks off as soon as you and your buddies press 
forward into the next set of offices. More fleur-de-lis walls here are 
chipped away by even glancing fire. Stay mobile, going prone as 
needed to recover health, or consider falling back to the rooms on 
either side of the office behind you. It can be tough to spot enemies 
here, but keep a lookout for flashlights and fire in that direction. 

The multiple angles here make cross-fire quite common, so be sure 
to gun down enemies in office to the east before peeking out to 
take out more to the south. 

Again, the DAO-12 shotgun is astoundingly good at quickly putting 
out buckshot spreads that have a surprising amount of range. 

Move slowly down these hallways, dealing with enemies as they 
move into your line of fire, if need be, fall back to the Ammo Crate 
behind you to restock. Remember that there are two south-facing 
hallways where you can find additional hostiles. Don't let them get 
the drop on you here. 



Both south-facing hallways eventually converge into a single 
hallway. The doorway out of these offices and down toward the 
garage is tantaiizingiy close at the far end, but the rooms to the 
right and especially the large glass-walled room to the left are still 
chock full of enemies. Thankfully, the walls of this hallway are 
quite solid. Proceed slowly, gunning down enemies with precision 
and burst fire. You're incredibly close to the end here, so don't let 
impetuousness or impatience ruin this run; if you die here, you 
have to start the mission from the very beginning. 


t 
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Only when all the enemies in these raams have been mowed down 
should you breach the doorway. Once through, head down the 
staircases into a small room with an Ammo Crate. Don't be fooled 


into thinking it's safe; quite a few enemies in the room beyond can 
open fire from afar, and even more will stack up on the doorway 
and try to rush in. Take cover near the Ammo Crate, gunning down 
the close-range enemies with plenty of shotgun fire. Then deal with 
the enemies behind cover in the other room — say, perhaps, with 
the bottomless supplies of grenades in that Ammo Grate? 



When the room has been cleared, pass through it into a series of 
zig-zagging hallways, stocking up with the Ammo Crate along the 
way. Take care in breaching the next doorway, as more enemies 
wait on the other side. Gun them down with everything you've got, 
then hop in the waiting car ahead. 

GET rNTQ THE ESCAPE VEHICLE 

When everyone is inside, put pedal to the metal and crash through 
the gate directly ahead, Once through, make a hard right and gun 
it. Veer left around a white van, cutting across the garage and 
heading up the ramp on the left side. Hang a hard right and drive 
up the circular ramp dead ahead. Veer left again around a set of 
concrete barriers, charging ahead to bust through the post and on 
to the end. Whatever you do. don't let up here; the incoming RPG 
fire can cut short the mission seconds before it ends. 
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With the intel received in the last mission, the French police are 
doing there best to wrangle up most of the terrorists. Those still at 
large have taken hostages all over the city, including several buses 
and the embassy where we suspect Abu Muhamnnad himself is 
running the show. The sniper team is going to dropped on the other 
side of the the engagement zone and they can provide the strike 
team with long range support and scouting. 


A hostage situation has developed in Paris. It's 
confirmed that Abu Muhammad is on site orches- 
trating the operation, French Police has requested 
out help. We are sending you in to assist. You 
need to provide sniper support, free the hostages 
and neutralize Abu Muhammad. 
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REACH THE APARTMENT 

The mission begins on a street where the French police have 
apprehended some of the terrorist forces. Pass through the scene, 
moving south down the street to enter the manhole ahead. Climb 
the ladder Into the sewer sYstem to sneak right under the 
terrorist forces and reach an optimal sniper position. Head down 
the grimy tunnel and slow down before reaching the single terrorist 
pacing the end of it. Scope out the lonely terrorist through your 
scope and defiver the coup de grace. 


Pick a spot, look straight at the entryway, and scope out two more 
guards stationed at the entrance. Swiftly dispatch them and move 
into the building. Take the stairs up to the designated apartment, 
□pen the apartment door and quickly eliminate the last two guards 
inside. While one person opens the door the other covers it as it 
swings open. Permanently relieve the enemy guards from active 
duty and take a moment to replenish the sniper rifle rounds. 


LOCATE AND SUPPORT ALPHA TEAM 

Pick a window and survey the tense hostage situation taking place 
across the river. Look over to the south east section of the canal 
[to the right of the ferry boat] to see the strike team. Operating 
under the call sign ''Alpha", they emerge from the tunnel and hold 
position there. The Alpha team is tasked with getting to each bus 
without alerting the terrorists watching over the hostages inside. 
There are several guards roaming around the bus site and its up 
to the sniper team to quietly eliminate those targets, allowing the 
strike team to close in on the buses. 

■ [ CAUTION ] 

I 1 

DO Kill the Messenger 

If any of these patrols gets wind of the operation taking place, 
they Immediately break into a sprint toward this buses to warn 
them of the attack. It's vital you eiimina~ ‘“sss "s_~ 
they reach the buses to prevent the terror=*s r~rs=~: 
executing the hostages, effectively endinn b-E m'ss c" ‘v-=. 

The first set of terrorists stroll out into view from the scutes r e-'c ” 
the canal, a short distance to the left of Alpha Team. V<'s,t za:' 

to stop moving, pick out a target and coordinate the kill shots. As the 
Alpha team moves up the stairs into the street above, survey the van 
directly ahead of them to the left of the buses. Another enemy patrol 
reveals themselves from behind the van. Steady your scope and wart 
until the targets stop moving before taking the shot. With that patrol 
down. Alpha team is clear to move in on the buses undetected. 


uuiiseye 

Reaching the apartment without alerting any of the 
enemies requires a steady rifle arm, but a successfully 
executing a stealth run to the vantage point earns you 
the Bullseye Achievement/rrophy, As the long range support in 
^is operation, maintaining a low profile is the best way you can 
zelp out your team. Remember that the sniper rifle is equipped 
with a tripod that can keep your sights steady longer than hold- 
rg your breath alone. The tripod is equipped while in the prone 
zasition or when a stable surface, like a window sill. Is the proper 
height while crouched. Each terrorist post is manned by several 
Guards and the team has to coordinate simultaneous strikes In 

order to proceed 
silently. As you go 
for the headshot, be 

guards to fidget or 
sway. No one ever 

duty 


-* the end of the sewer tunnel, take the ladder back up to the 
street level. The team is a short distance from the apartment's 
zcation, but there are several hostiles keeping watch ever the 
Hireets. Two hostiles wait on the street a couple of feet from the 
“earn's position. Sneak over to the top of stairs southwest of the 
manhole to get an overview of your targets. While prene, each team 
member should select a guard and aim for the kill. After taking out 
■nose two guards, move down the stairs into the street and secure 
■fieir former positions. Gnce again go prone and swing your sights 
AGStto another pair of guards at the other end of the street. Inside 
£1 archway. Repeat the same sniper tactics on this duo and run 
down the street, under the archway into the following street that 
inngs the team in front of the apartment's entrance. 
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SUPPORT ALPHA TEAM 

Resupply the team from the Ammo Crate before taking positions 
□n the west end of the balcony. Alpha team plans to move in on 
the embassy from the south end through the garden entrance. 

Two guards block the stone gate to the embassy garden. Aim. 
coordinate and take them both out so the team can press on. As 
the team marches into the main stairway located west [directly 
in front of your position], a pair of enemy soldiers walk down the 
northern lawn toward the stairs. Wait for them to stop at the base 
of the stairs, line them up on your scopes and take them down. 

The stairs are tree and Alpha team go up toward the front of the 
building, but stop when three guards emerge from the center 
entrance behind the fountain. Use the same tactics employed on 
the last trio you team encountered — assign a target to each sniper 
and then converge your sights on the last terrorist. 

The remaining terrorists are still inside the embassy, and the ring leader 
can be seen in the large window on the second floor of the building. 
Before Alpha team can get up there, shoot through the window at the 
two guards on the first floor to the left of the fountain. The strike team 
enters the embassy at last, moving into an attack position just outside 
the large window. While they secure their position, press the spot 
button to label the terrorist targets, who are gathering the hostages into 
one area. There are four terrorists total — ^three of them are standing 
still, while the fourth is pacing the room, When you decide which targets 
to take out first, prioritize the pacing guard because he is harder to hit 
when the action begins. When everyone's ready, hit the action button 'to 
signal the Alpha team to throw the flashbangs through the window and 
disorient the enemy, puickly shoot down all the targets while the Alpha 
team moves in to secure the hostages, 

KILL THE HTV 

Abu Muhammad escapes Alpha team's siege and runs out of the 
embassy through the first floor window ne>ft to the fountain. Ignore the 
multiple hostiles that exit the building and focus exclusively on tracking 
the leader down. Take him out with precision fire before he leaves the 
compound? It only takes a few rounds before Muhammad gets wise to 
the sniper fire and occasionally ducks into cover. Be patient and tag 
him when he is out in the open. Once your team has brought him down 
the mission is over with zero civilian casualties. Well done. 
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RESCUE THE HOSTAGES 

The strike team secure themselves in a low a hidden spot next to 
the bus. Upon receiving your team's signal, they toss flashbang 
grenades into each bus. Before your team hits the action button 
and begins the rescue operation, plan out the attack in advance. 
Each team member should choose one of the buses [Charlie or 
Delta] to cover. Spot the two terrorists watching over the hostages 
inside each bus to mark them on everyone's HUD. When your team 
is ready, signal Alpha team to toss the flashbangs. The second 
they go off, swiftly and systematically shoot down each terrorist 
while they are distracted. Remember that this rescue mission ends 
in failure if a ferrorist executes a hostage. 


rpultiple areas including: from the east end coming down a long set 
of stairs next to a large Hotel sign, from the southwest street above 
the plaza down the stairs and straight into the group, and from the 
west end of the street After dispatching the patrol groups watch out 
for any rival snipers camping out in the buildings directly south of 
the strike team's position. 


The Alpha team is ready to continue to the embassy, a short 
distance from the plaza. Head back down the street and follow it 
as it curves north. Before moving up to the balcony, be prepared 
to fight some terrorists that have already secured the spot. They 
arne't about to give it up without a tight They run down the stairs 
and take cover among the cars scattered on the street level. Split 

up, find adequate 
cover and pick off 
the targets from 
a distance before 
heading up the long 
staircase to the final 
sniper's nest. 


With this section of the street cleared of terrorist threats, resume 
following the westward bound strike team down the street until they 
stop at a plaza. Both snipers should take position on the opposite 
ends of the street because the enemy troops are now fully aware 
of your presence and surround Alpha team as they reach the center 
of the plaza. Three patrol squads [in groups of three] move In from 
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MOVE OUT 


The bus is dear of terrorists, but there are more hostages in the 
embassy down the street west of Alpha team's position. Exit the 
apartment, go down into the street, and follow the strike team 
as they advance down the street parallel to yours. Stay alert to 
any movement on both streets and position yourself in front of 
the bridge railing. The strike team stops moving when they spot 
two patrols — one directiy west of their position and the other in a 
standing in front of a railing directly above them. 


tTIP} 

Sharps hooter 

Each patml is comprised of two soldiers but, iiickily, they are not 
yet aware of the attack on the bus. Use this advantage to pick 
out which patrol your team targets and shoot each pair down so 
the team can move forward. Dropping the two draws the atferr 
tion of some previously unseen hostiles. These troops sucideniy 
appear and converge on Alpha team. Kick into high gear and 
dear the incoming enemies that begin to swarm. After your team 
dears the reinforcements, a final trio of guards appear on the 

west end of the 
street Choose a 
guard to eliminate 
first and take a 
"first come, first 
served" approach 
with the remaining 
terrorist 
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The attack has started. We're confident this is 
nnain attack referred to by El Zakir. Witnesses 
claim bomb-like devices have been left in the metro 
and'the Paris Stock Exchange. If Abdul Rahman is 
behind this attack, we expect It to be similar to the 
one that took place in London several years ago. 


Dombs and neutralize Rahman If the 
opportunity presents itself. 


It all comes down to this, a subw/ay shootout that could mean the 
difference between saving a city and the loss millions of lives. The 
clock is ticking, but thankfully this final mission offers one of the 
easier Achievements/Trophies in the game — if you're quick about 
it and you play this mission first on Easy. The mission begins with 
the donning of gas masks and a drop into an empty elevator car... 
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LOCATE THE BOMB 


[TIP] 


Blinded by the Light 

Though the flashlights you and your partner are equipped with 
are great at illuminating the darkened tunnele of the subway 
system, it’s important to pay attention to where they're pointed. 
Accidentaity shining them in the face of your co-op comrade will 
fill their screen with nothing but white light, blinding them for as 
long as your flashlight's beam is trained on them. On the higher 
difficulty ievsfs, this moment's distracticn Is aii the enemy needs 
to put your teammate down. Avoid sw'eeping of the flashlight too 
wildly and keep in mind that the flashlight can be toggled on and 



off 3t will, Vff en 
faking cover from 
hostile fire, turn 
off the flashiight 
or turn away from 
your teammate 
rather than to- 
wards them. 


I 


This breezy entrance to the subway system is littered with enemies 
that have ample opportunities to take cover. Have either you or your 
buddy sprint across the room to take up a position on the opposite 
side to cover the maximum number of angles. These enemies are 
crack shots and aren't shy about exhausting their plentiful supply 
of grenades. Spread out the team to avoid bumping into them while 
running from a grenade, offsetting the chance that a single grenade 
catches both of you in its blast. 


Hang back in this area, methodically taking out the enemy one at a 
time and assisting a downed comrade if needed before pushing up. 



As you push forward, a few more enemies will try to stop your progress 
by taking up position near the turnstiles. A set of enemies to the left of 
the small platform above try to mount a surprise attack, but they can be 
quickly taken out so long as you're prepared. Stick to the available cover 
as you move up and take them out, then stop in the ticket bcoth to 
stock up at the Ammo Crate before heading down the escalators ahead. 

Upon arriving near a stepped subway train, more enemies will pour 
out from the right up ahead, some of which will take cover in the train 
itself. There's enough cover in these cars to go around, so feel free to 
head info the trains yourself. Stay crouched vyhile ducking between 
seats to limit exposure. The windows between cars can be fired 
through to take out threats, but the bulk of them will be to the right. If 
you opt not to hop aboard, stick to the right wall of the subway tunnel 
and peek out from behind the modest pieces of cover strewn about 
only to gun down enemies. Take the time te recover any depleted 
health as needed before pushing on toward another set of escalators. 



Be ready for a small ambush as you move slowly up the escalators. 
A set of enemies te the left of the small platform above try to 
mount a surprise attack, but they can be quickly taken cut so long 
as your squad is prepared. Head back down via the escalators 
ahead just as cautiously in anticipation of another firefight breaking 
out immediately upon reaching the bottom. 


DISARM THE BOMB 




In the Nick of Time 

Designate someone as bomb defuser and immediately 
have them sprint toward the bomb indicated by the way- 
point The bomb defuser should ignore all enemy threats 
and charge straight toward the bomb. As the defuser, use the Ac- 
tion Button to kick off a lengthy series of Quick Time Event button 

presses. Be quick, 
but efficient with 
your button presses 
here; the sequence 
is long, and uses no 
less than six differ- 
ent inputs. You only 
have one crack at 
this, so make sure 
those inputs count. 
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Those who opt to provide cover should apply as much forward 
suppression as possible. Plenty of enemies will come down the 
escalators across the way. so grab some cover and be efficient 
with your shots. Use burst fire on the approaching targets and 
aim for headshots to quickly take them out before they can pose a 
threat to the defuser, using the nearby Ammo Create to restock if 
needed. When the bomb has been defused, clear out the room and 
press onward up the escalators. 

Don't let the 
sucessful defusal 
cause you to relax 
your guard and sprint 
up the escalators 
blindly. There are 
plenty of enemies 
are waiting to put 
a stop to the next 
part of your mission. 
Take them out methodically, backing away from the hot lead flying 
through the air and down the escalators if your health is running 
low. After thinning out the opposition, push fonward and take cover 
behind the tiled walls of the ticket booth. The nearby columns here 
can be used for cover in a pinch, but they're susceptible to being 
chipped away by the abundant gunfire during the fight. Dpt for a 
more resilient barrier to provide protection when the opportunity 
presents itself and the coast is clear 
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Push up when the 
forward enemies are 
cleared out A set of 
smoky explosions in 
the distance signal 
more threats, and 
unfortunately there's 
not as much cover 
here as before. Use 
the columns, pushing 
up slowly and watching your flanks as you do. These columns 
work well enough for forward cover, but don't forget you're just as 
exposed from the sides as the enemies you're trying to take out 

Push through the rest of the thankfully empty subway tunnels and 
up the stairs into the blindingly bright daylight of the streets above. 



ENTER THE STOCK EXCHANGE BUILDING 

The massive building ahead is your next objective, already under 
fire from the Police. The stone steps mark the entrance to another 
heavy gunfight Push down the streets toward the building and 
stack up near the solid walls on either side of the huge entrance. 

A small contingent of 
enemies greet your 
arrival with gunfire, 
buf they can be easily 
taken out as long as 
cover is stuck to. Their 
friends firing from the 
upper level, however, 
need to be dealt with 
using a long-range 
weapon. Plenty of grenades are lobbed aut here, so don't venture into 
the building until the lobby has been completely cleared. Skirt the middle 
of the room to avoid being crushed by the large chandelier crashing 
down as you head toward the stairs on the far side of the lobby, 

LOCATE THE HVT 

Take cover near the extreme left and right sides of the lobby. 
Enemies have taken up positions on the other side of the 
information counter and more of their friends will try fo rush from 
the sides. The positions on either side will make for the best firing 
angles and assure maximum coverage. 

Continue searching for Rahman after securing the lobby. Head 
through a tew rooms and past the elevators to a waiting Ammo 
Crate preceding the start of another firefight. If possible, make sure 
you have a well-balanced loadoutwith a close-range weapon like 
a shotgun and another capable of striking down enemies at long 
range. Both will be needed in the fight to come. 

Once you're locked 
and loaded, breach 
the door leading into 
the trading floor of 
the Parisian stock 
exchange. There are 
enemies immediately 
on the other side 
of the door, but the 
more pressing threat 
are the ample angles of attack avaiaible to the enemies on the higher 
floors. One team member should head up the stairs on the left side of 
the room and quickly take out the threats on the upper level. Be careful, 
however, as there are enemies across the way that can quickly cut 
short this assault. Don't leave a wounded teammate stranded up here 
by staying close enough to provide a critical revive rt needed. 
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The upper level 
offers little in the 
way of cover, so 
the threats across 
the trading floor 
should be dealt 
with quickly. Keep a 
watchful eye on the 
staircase, as tangos 
will actively use 

them to try and flank you. From the elevated position, firing down 
on the enemies below is rather easy. If you opted to engage the 
hostiles down below, make sure to grab cover near the many desks 
here where you can drop into a prone stance if needed to refill 
health. Generally, speaking, this fight becomes much easier if both 
squad members can get upstairs and cover the flanking positions. 
An Ammo Crate at the base of the staircases offers a chance to 
reload, but should only be used once the room is cleared due te 
it being completely out in the open. Stock up and stack up at the 
waypoint to press onward. 




This next room is 
similarly filled with 
threats spread 
across multiple 
floors. The ground 
forces are easy 
enough to take care 
of, but their allies up 

i 

above are harder to 
draw a bead on. Of 
course, they're just as dangerous when they jump down from the 
upper level to ambush unsuspecting Marines. Split up and have crs 
teammate concentrate fire on the right side of the room while you 
sprint under the overhanging lip where the enemies are firing [and 
jumping] down. Hang back, waiting for them to land before taking 
them out. Your reward after surviving this fight is well worth It. 


ELIMINATE THE HVT. 



□niy one objective remains for you and your squad. Take a deep 
breath, then stack up near the door. The person to kick the door 
open is powerless to react initially, as the first person info the room 
is attacked by Rahman. What follows is a QuickTime Event where 
the person being held captive by the terrorist must press the 
correct button to knock away Rahman's gun. This leaves Rahman 
briefly exposed, long enough for the breaching teammate to follow 
his own button prompt to take the villain out with a pistol. Be ready 
to perform the button press before the circular meter fills to finally 
end this threat once and for all. 
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Well fftat was certainly a way to make an 
entrance. Whatever's going on, it's clear 


passengers — at least not ones that normally 
open fire on a guy sporting a pair of handcuffs 

■ Vt“ 

wha“comes crashing in from the roof. Take out 


front of the train. 
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Let it never be said that you [whoever you are] aren't one to make 
an entrance. After taking the express entrance into the train and 
"borrowing" one of the masked tangos' firearm, it's time to deer 
our the rest of the car before they decide you're better left like 
the rest of the poor, doomed passengers on this express car to... 
somewhere. Follow the on-screen prompts for the basic controls 
to draw a bead on the fleeing masked combatants, drop them, and 
then proceed slowly toward the next car. 



GET TO THE ENGINE 


A mess of broken ladders and debris requires ducking, conveniently 
affording a clean shot at another of the masked men. Take him out 
before carefully scooting left, using the wall for cover if the first * 
few shots don’t connect with the pair of enemies at the far end of 
the car. Once they're dealt with, proceed forward with caution. 


F 


primagemes.com 





















■ [ CAUTION I 

With the Quickness 

The Quick Time Event that kicks off explosively is one of many 
to come, but this one is especially dire. After being shot by the 
unmasked mystery man, you'll need to quickly mash the on- 
screen button to climb up the side of the train and onto the roof. 
The threat of immediate death may have been skirted, hut that 
doesn't mean things are going to get any easier. Three differ- 
ent tangos will attempt the same move you did, leaning out the 
window and opening fire directly toward the only non-metallic 
object on this subway car's roof. Because there's no cover here, 

quickly acquiring 
the targets and 
taking them out 
with quick, short 
bursts of fire will 
ensure they end 
up where you don’t 
want to be. 
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At the end of the car waits the oh so helpful M1014 — an Italian 
semi-automatic shotgun capable of laying down startling amounts 
of wide-area fire. 


[TIP J 


Ciose-puarters Combat 

Almost immediately upon entering the next car, a knife-wielding, 
gas-masked threat makes itself known with gusto, Study the 
on-screen prompts here as closely as possible; in most cases, 
these surprise Quick Time Events will use the same few but- 
tons, namely the Fire, Grenade, and the Action Buttons. This 
isn't always the case, but more often than not, it's best to have 
those fingers ready to quickly tap to avoid an unfortunate end. 
Regardless, that handy semVauto shotty \sr\'t vr\ your poses- 

Sion for long; the 
combatant 
but not 

before you can do 
the same, helping 
to introduce him 
to the delights of 
New York City's 
light rail system at 
high speed. 






Keep pushing forward toward the next car and ever-closer toward 
a rather bold, unmasked threat that has wired the car with 
explosives — explosives that are quickly counting down. Look to the 
shattered window on the left and press the Action Button to slip 
outside the moving car. 


I 


1 
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• ICAMPAlGNl 
// Semper Fidelis 


Another explosion rocks the car up ahead, sending debris 
screaming toward you. Don't worry about taking too much damage 
here, just keep battling the gale force winds as you march ever- 
closer to the front of the train. Just before dropping into the 
entrance, a AKS-74u offers an extremely rapid-fire reward for 
surviving not one but two close-range explosions. Yes, you are a 
badass. Drop down into that train to continue to prove it. 



More masked bandits pour in from the front of the car, but are 
quickly dispatched with the new weapon you just acquired. Be 
particularly careful to grab cover with the small outcropping to the 
left, as there are numerous enemies here and their combined fire 
can be extremely dangerous on the harder difficulty levels. Move 
forward slowly past the first set of seats to discover a few more 

ifakmQ cover i:he \ef\.Thev'r^ vaeW covered here, end can 

completely duck out of sight. Proceed slowly until you've gunned 
them all down.. A few more masked enemies wait in the next 
car, but they can be easily taken out from the previous car with 
careful aim and judicious use of burst fire. Continue forward slowly, 
sticking to cover and reloading after each firefight before popping 
out to re-engage. 

STOP THE TRAIN 

Dne more enemy waits, using the flapping door as both cover and 
disguise. It can be rather dark here, so move carefully. Squeeze 
off a few shots between the doors as you move up to avoid the 
enemy getting the drop on you. After moving forward a little more, 
the target objective behind the abrupt train-jumping becomes clear: 
those are big bombs, and they look ready to go off. The goal here 
isn't to disarm them, though, it's to stop this train from arriving 
wherever it's headed, and fast. Keep moving forward, following 
the on-screen prompt to open the door, and get ready for a 
confrontation, 



There's nothing to be done here but to wonder what the hell is 
even going on. Thankfully, things will become quite a bit clearer in 
the hours to come... 
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UNIT 1st Recon Marines 




CALLSIGN Sgt. Henry "Black” Blackburn 
LOCATION Al Sulaymaniyah, Iraq 
DATE March 15th 
TIME, IBOOhrs Zulu Time 
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The 1st Recon Marines have been diverted to 
an escalating situation in the town of Al Sulay- 
maniyah, a dense environment choked with as 
many PLR insurgents as innocent locals. Contact 
with Viper Squad was lost just a few hours prior 

• X. .'k -X 

while they were investigating a possible I ED. The 
urban landscape makes snipers and other PLR 
threats a very real, very dangerous likelihood. You 
and your fellow Marines are to locate Viper Squad 
and call in CASEVAC if needed. 



INITIAL 
^ WEAPON 
LOADOUT 


WEAPONS 

FOUND 

DURING 

MISSION 


-fc^ 


M4A1 




MK11 MOD 0 










G3A§ 

AK-47M 

RPK-74M 

M243 

M1BA3 


Al Sulaymaniyah's opening view is a rather breathtaking one. 

Light spills through a massive set of arches on the way to the 
staging area, and a clear military presence has been established 
to confront the PLR streaming across the border from nearby Iran. 
As the SITREP was rather vague, it falls to the 1st Recon Marines 
to gather more Intel about the coming mission. Follow the other 
Marines through a covered alleyway to get the full briefing and 
prepare for trouble. 

■ [ KNOW YOUR JARGON ] 

I " I 

CASEVAC 

Short for Casualty Evacuation, CASEVAC differs from the more 
common MEDEVAC in that it is only used in extreme situations 
where immediate extraction from the battlefield is necessary. 
CASEVACs are strictly for extraction, meaning much of the medi- 
cal equipment found in MEDEVAC vehicles are not present, and 

urgent care must waif until fhe final destination is reached. 

> - * 


9 


prfmagames.cQOi 















FOLLOW SQUAD 

Continue along with the rest of your squad down the alleyway 
and into a small hookah bar. Campo will breach, allowing entry into 
another tight alleyway. A lone dog at the end of the alleyway only 
serves to highten the sense that what should be a bustling market 
is entirely devoid of other human life. Not a good sign. 



After pressing forward into another building, the squad will 
experience the first sign that Iraq is hardly a tranquil place. A 
tremor rolls through, but doesn't do much in the way of damage. 
Still, it's an unsettling feeling when even good □!' terra firma 
can't sit still. Head up the stairs and h^g a left to arrive near a 
gate leading into a wide open street Wait for a carload of PLR 
insurgents to pass, then wait for Chaffin, Montes, and Campo to 
cross before following behind Matkovic. Don't drag your feet here, 
Marine; double-time it to stack up on the door to the right with 
Matkovic while the rest of the squad sweeps around to the left. 
Inside, a small garage sits empty, forcing another trip through a 
doorway and out into a far more open (and exposed] parking lot. 



■ [ KNOW YOUR JARGON ] 

' SITREP 

Situation Report, a literal up-to-the-moment breakdown of the cur- 
rent conditions of the squad or nearby allies. 


Before you can even make it outside, Chaffin is tagged by a sniper, 
The wound isn't fatal, but a downed Marine in the middle of an open 
area isn't going to last long against a sniper. Rush up to grab your 
squadmate and hammer the Action Button to pud them back into 
the relative safety of the garage. This is hardly an easy task; PLR 
forces quickly stream into the parking lot, and there's precious little 
cover here to hide behind. 


©[CAMPAIGN] 

// Operation Swordbreaker 



HOLD OFF ENEMIES TO THE EAST 

Regardless of where you choose to make a stand, make sure 
you're crouched^ — or even better, prone — if under heavy fire. The 
less ef you that's exposed, the better chance you'll have at holding 
off this wave of enemies. Make slow, measured attempts to breach 
cover, just long enough to acquire a target before popping back 
down into cover. Pop up, unload with bursts rather than spraying 
bullets, and dispatch each of the enemies as cleanly as possible. 

■ [ CAUTION ] 

I 1 

An Imperfect Circle 

Keep an eye out for grenade indicators during this fight. When 
one lands nearby but not in your field of view, it will appear 
as a small glowing orb surrounded by a circle. The PLR in this 
fight aren't shy about using explosives, particularly on harder 
difficulty levels. Pay attention to the environment and scope outa 
secondary cover location that you can fall back to if things start 
to heat up. 

I I 

TAKE OUT RPGS 

Almost immediately after delivering a combined SITREP, a pair of 
RPG-wielding PLRs unleash their payload on a nearby van from 
the south. Don't let it throw you off balance and move up quickly, 
making sure to take out both rocket men as they pop up from 
cover. You'll have a precious few seconds to take them down, so 
make these shots count. Go for headshots if either of the enemies 
is foolish to expose their noggins. 



PRiMA Official 










■ [ CAUTION 1 

, ^ , 

Explosive Consquences 

Rocket-propelled grenades are dangerous in their own right, but 
they have the nasty habit of turning a normally safe hit of cover 
like a car or van into a powerful explosion. Heed the advice of 
your squadmates and keep clear of the cars while the RPGs 
are still a threat, but remember that your weapons can deliver 
the same kind of results. If multiple insurgents are bunching up 
near a vehicle, unload on it or lob a grenade to take out multiple 
enemies at the same time. 

■ > 


■ [TIP] 


mj0rn% 


Center Mass 

■JS3 ths western- and northsrn-fscinq shoots of cn:Tuceted 
0 :etal to shield yourself while taking out the PLRs that ftwsnri 
area. Not oniy Is it semi-soiid cover ‘dropping compieteiy 
■'■nra offers genuine cover for refilling health if needed], but 
: b'eis e direct line of sight to enemies that might to enter frorr 
east. Croisdi here end unload mucti like you did Oo'lier: burst 
^re. quick pope in and out of cover, and make sure you acquire 



a arnsT ostgi 
sneaking ;n.n nt 
cnver. b only T'iKee 
a fsvv stray shcita 
to mark a ratliei 
bloody end to your 
service record. 


Eventually, the PLRs entering the parking lot will subside, but 
there's still the issue of what to do with that sniper. Regroup with 
the rest of the squad hack in the garage to figure out a better way 
to take on the scoped threat. 



REGROUP IN GARAGE 


Chaffin is definitely in a bad way. Thankfully another squad moves 
in to help provide medical support while yours deals with the sniper 
personally. 

follow squad 

Another dizzying trip up a staircase inside the garage leads 
toward the rooftop, but not before another tremor rocks the whole 
structure and the group is forced to sprint past the exposed 
windows on the west side of the building. The second you arrive at 
the far end of the room, more PLRs open fire from behind a desk. 
Take them out quickly, then continue to follow the rest of the squad 
up more stairs. Stack up with your squadmates and head onto the 
roof to get a better look at the POS that took out Chaffin. 

That sniper isn't some rookie pushover, and your squad has only 
made it easier to get picked off by ascending to his level. Before 
even rounding the corner, the telltale sound [and impact] of a .50 
cal sniper rifle makes it obvious the insurgent knows you're there. 
Tuck In dose behind Montes, waiting for each member of the squad 
to move from one piece of cover to the next. 


PICK UP RPG 


■ [ CAUTION ] 

, , 

Deadly Precision 

Under no circumstances should you attempt to sneak a peek 
at the shooter even after everyone has crawled their way into 
the relatively protected corner of the roof. Popping up here for 
even a second means instant death. Instead, wait for Matkovic 
to roll over a little explosive firepower of his own, tap the Reload 
Button when prompted to equip the RPG and get ready for some 
fireworks. There's no need to actually manually rise here; it's 
done for you, so wait for the signal and resulting adrenaline- 
fueled bit of slow-motion. Keep an eye out for the glint of the 
scope, and send the business end of your single-use AT4 right 
Into the sniper's spider hole. The resulting explosion offers some 
measure of vindication as it takes out Chaffin's attacker. 

■ I 



GET INTO POSITION 

The PLR aren't the only ones with some serious sniping talent. 
Black is just as adept, and he's packing a rifle of his own— perfect 
for covering the wide-open streets below for Chaffin's extraction. 
Head to the edge of the rooftop and look down toward a group of 
burned-out cars in the middle of the street. 

PROTECT SQUAD 

Directly northwest 
of the debris, 

PLR troops begin 
streaming out of an 
alleyway. More soon 
join the fight from the 
right, taking cover 
near car frames and 
dumpsters. When 
this first wave has 
been dispatched, another group appears on the rooftops across 
the street. Because of their higher vantage point they actually can 
hit you, so take cover behind the nearby satellite dish if need be. 
The enemies on the topmost floor are particularly dangerous, so 
dispatch them as quickly as possible. To mitigate the the scope 
sway when zoomed in, click and hold the Left Stick to take a big 
gulp of air and steady the shot. Black can only hold his breath for 
so long, so make sure to take a tew seconds to let Blackburn catch 
his breath between shots when targeting enemies. 

A third group of 
tangos will try to 
rush the extraction 
squad as they 
move up to another 
car, pouring into 
the street and 
popping out from the 
rooftcps. Deal with 
this threat like the 
others, holding your breath if needed. A final group streams out 
of the very same gate your squad [eft a while back.Bear in mind 
that this group has seen you taking out their friends and will be 
just as concerned with attacking your squad as the rescue one— 
especially the PLR in the alcove-like upper floors of the nearby 
building. Unload on them to finally clear the way for Chaffin's 
escort to get him to safety. 









FOLLOW SQUAD 

Just as Doc Holiday reaches safety, the PLR comes tearing out 
of the woodwork, utterly swarming the streets on the way to the 
.aw building your squad is sitting atop. It's not really necessary 
or even prudent to attack these insurgents as they'll just keep 
coming. Follow the rest of the squad back toward the door you 
entered from, this time sweeping around to the left side. Campo 
and Matkovic grab a nearby plank and use it to create a makeshift 
bride to the nearby rooftop. Cross slowly and drop down into the 
neighboring courtyard. 

[ KNOW YOUR JARGON ] 


□scar Mike 

A combination of two military letters Oscar for □ and Mike for 
M, used during radio communication to clearly designate letters 
that might be otherwise confused {M/N, S/F, etc.]. "D M" means 
■'□n the Move", so the squad is Oscar Mike toward the site where 
Viper Squad last made contact 


[ KNOW YOUR JARGON ] 


Break 

Used during radio communiques to indicate a pause in the 
conversation [as opposed to "□ver" to mean preparation for a 
response, or "Dut" to signal the end of the communication at 
the time]. Because warzone radio chatter is often cluttered with 
multiple types of broadcasts, "BreakMets everyone on the same 
channel know there Is room for more high-priority conversations 
to slip through as needed. 

[TIPJ 


Salvattofs in a Box 

As the squBfi makes their way through the courf\''-srd and into 
a nearby building, they gain access to one of the mosi valuable 
objects in the field: the iowly Ammo Crate. Sometimes hard to 
see, utilize these boxes wher'sever possible — simply walk up to it 
and all ammo for the currently equipped weapons will be replen- 
ished. Bear ir; mind 
that Ammo Crates 
also often contain 
specific weapons 
that can make the 
fights irrt mediately 
ahead a bit easier, 
so swap weepoH-s 
ss needed. 



More insurgents make you grateful for that Ammo Crate as they 
clog the nearby hallway to the left. Take a cue from the rest of your 
squad and stack up next to them, crouching to stay out of the line 
of fire. Sneak out, pop off a few shots, then get back into cover as 
needed. There are quite a few PLR insurgents in this tight hallway, 
and more move in as the squad moves up [including some that 
may fire prone], Stick to the generous bits of cover littering the floor 
while advancing. When the group rounds the corner at the end of 
the hallway, they come upon a difficult sight: two of Viper Squad's 
men have been slain, and as Montes kicks open the nearby door, 
the screams of the locals make it obvious something big is about 
to happen, 
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FOLLOW SQUAD 

The meat market is anything but a pleasant place to go shopping. 
Viper Squad's Humvee shows the signs of a brutal ambush, with 
a Viper squad member in grave condition. After radioing for a 
CASEVAC, the discovery of an lED attached to the nearby van only 
makes things worse. While the rest of the squad is exposed, it falls 
to Black to investigate where the wires attached to the lED actually 
start. 

■ [ KNOW YOUR JARGON ] 

I 

lED/Secondaries 

Most explosives, like Improvised Explosive Devices, use sec- 
ondaries — materials that aren't themselves volatile but will add 
explosive force te a nearby expleslon. In the case of Matkovic's 
discovery, he's found a bomb that's primed to explode, but still 
needs that detonation force before it will go off. In other words, 
those wires leading... somewhere 



TRACE WIRE TO SOURCE 

Black's just been nominated for an emergency game of "follow the 
wire." Use the Action Button to bust through the nearby door the 
wire runs under, into a laundromat and down a set of stairs to a 
decidedly dingy back room. Both doors are lacked, so you'll have 
to go prone and crawl through the duct work to find out where the 
wire leads again. Yet another tremor makes the crawl a little more 
interesting, but eventually the ducts lead to a hole that drops Black 
into the building's basement. Head toward the wire and get ready 
to do a little disarming. 

CUT THE RED WIRE 



Before there can be any dismantling, an ominous shadow falls 
across Blackburn. It quickly reveals itself as a hostile that engages 
Black ina tense fistfight Follow the on-screen prompts to knock 
this PLR goon out cold, hut be quick about it The lED's trigger'is 
quickly counting down and if this tight isn't over quickly, the rest of 
Blackburn's squad will have front row seats to a Marine barbeque. 


9 








CLEAR THE WALKWAY AREA 

CASEVACs may be used to extracting troops from dangerous 
areas, but no flying support can actually touch down to pull the 
injured Marines out without a clear, relatlydly safe place to land. As 
Black exits the laundromat, more Marines are gunned down in front 
of him by serious weapons fire. Take up a position using the now- 
disarmed van as cover, taking out any PLR forces on fhe street. 
Eventually, you'll get the call to take up some heavier arms of your 
own. 

HOLD THE WALKWAY AREA 
■ [ KNOW YOUR JARGON ] 

LMG 

Contrary to their name, Light Machine Guns are anything but 
underpowered. Their name comes from the ability to provide 
heavier firepower than a standard assault rifle, but they're "light" 

enough to be deployed with a simple bipod near fhe barrel. Big- 
ger machine guns may require a tripod for more stability, making 
them Medium Machine Buns. An LMG's ability to be quickly 
deployed to provide covering fire or bursts of hot lead at multiple 
targets makes them an extremely good tool for evening the odds. 


Quickly move Black up the nearby stairs toward the waypoint on 
your screen. Grab the LMG and get ready to push back against the 
PLRs flooding the streets. If needed, the corrugated sheet metal 
offering paper-thin cover can be knocked out with a burst from the 
LMG. Once it's cleared out.you can go prone and pop the bipod 
to steady the LMG while looking through it's scope. Gun down as 
many of fhe insurgents as possible, making careful nofe of ones 
that are grouped near the building to the left. As the crude caver 
disintegrates under a barrage of gunfire, move to another sheet 
of metal to allow the color to seep back into Black's world. A pair 
of explosive threats must be mitigated as best you can; grenades 
will be lobbed up onto the walkway even as RPGs are deployed to 
add even more pain. Take out the RPG grunts first, as they present 
the most pressing danger. Don't forget to keep an eye out for that 
grenade indicator; these guys have better throwing arms than you 
might think. 
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■ [TIPI 

Big Gun, Big Clip 

One of the LMG's best traits is that it has a monster-sized clip to 
deal with threats. The downside? It takes much, much longer to 
reload than other weapons; the case must be opened and a new 
belt of rounds inserted, in all, the process takes several seconds 
that can feel like an eternity, and can leave you open to incoming 
tire. Make the most of the bullet belt by staying the urge to 
reload after every firetight Nothing's worse than getting gunned 
down while in the middle of a reload. 

GET ON 50 CAL 

Eventually, a pair of enemy vehicles with some heavier firepower 
will show up. Even with the LMG, Black's not going to last long 
against them, so head back near the Humvee and hop in the .50 
cal turret highlighted on the HUD to begin repelling more insurgent 
forces. 

DEFEND 

The most immediate threat that must be dealt with are a few PLRs 
directly in front of the turret and a few more near some cars to the 
right. Both are capable of attacking Black quickly, so deal with them 
before turning the barrel on the stream of enemies pouring out of 
the street — at least until a real earthquake putting the previous 
tremors to shame rips through the streets of Al Sulaymanlyah. Not 
only does it crinkle the concrete streets like so many sheets of 
paper, but the building dead ahead starts to pitch... and then tumble 
directly toward Black. 


REACH THE TOP 

Things topside haven't gotten any less tense now that the bomb 
has been defused. Race op the stairs and then head back toward 
where you dropped in from the vent Hang a left and jump over 
the fallen shelving to arrive back at the crashed Humvee and van, 
steeling yourself for what is bound to be a huge fight in a very 
open, compromising market 
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Mission Summary: After an irnpromptu nap, 

»vX 

Blackburn wakes to find AI Sulaymanlyah in ruins, 
the quake has absolutely ravaged not just Iraq, 
but neighboring Iran as well. The whole border 
afeaTs left in shambles while a madman and the 
PLR occupy the fontier Iraqi town en masse. If 
Black is to have any chance of surviving, he must 
make his way under the cover of night to first find 
a weapon, ‘then reach the extraction zone without 
becoming another POW — or worse. 





Tactical Blade 



RETRACE STEPS TO BAZAAR 


Despite the raw troop numbers and generally unfavorable lighting 
conditions, there's still plenty of shadow here to hide within. Stay 
out of sight of the PLR as they scour the area. Move slowly along 
the channel created by the quake, sticking to the right wall where 
the lip above keeps Black out of the light. Crouch under the downed 
heli's skids and continue to stay to the right within the shadowy 
passage created by the overhang. 

A lone guard with a flashlight complicates things a little as you inch 
farther ahead. Fortunately, the sweep of his light follows a pretty 
simple path. Wait for it to sweep toward Black, then to the left to 
inch underneath the guard, hugging the wail to the right. Another 
sweep hack to the left allows further movement toward a pipe in 
the distance reveals some startling news: a dead Marine tumbling 
out of the wreckage of a Humvee has a radio quietly broadcasting 
that the allied forces here are leaving — and soon. Time to get to 
that RZ. 


WEAPONS 

FOUND 

DURING 

MISSION 
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Upon nearing the pipe, s prompt to go prone appears, allowing 
access away from the PLR patrols. Head through the pipes, dealing 
with a surprisingly tenacious rodent, then head toward the open 
door in the distance by using the familiar Action Button prompt. 


I 



■ [ CAUTION ] 

I ' -- ' -I 

Rats! 

For a particularly 
entertaining death, 
simply spare the 
rat from the busi- 
ness end of your 
blade. It means 
having to repeat 
this short little 
sequence again 
but trust us, it's 

absolutely worth it for Black's last few moments before shuffling 
off this mortal coil. 


SECURE A WEAPON 


An oblivious PLR combatant is too busy studying something on top 
of all those rugs to notice Black s presence until his blade opens 
up the opportunity to pilfer his weapon'. Quickly draw a bead on the 
alerted soldiers and take them out if possible, but taking cover is 
the absolute priority here, At such close range, these enemies can 
easily end your game even on lower difficulty levels, and on the 
harder ones? Forget it. Pop up quickly to spot a target, line up a 
shot, then drop to recover any health if needed. Squeeze off quick 
double-taps to the targets' centers of mass or quick headshofs to 
end this bit of resistance. Once they're eliminated, gear up for their 
backup to arrive. 









RETRACE STEPS TO PARKING LOT 

A few latecomers will round the corner to the right. Deal with 
them similarly, using low cover to sneak out and add a few more 
headshots to Black's total. As soon as they're dealt with, proceed 
down the darkened hallway toward a blaze at the far end toward 
another short encounter with a few more PLRs before rounding the 
corner to the left, 

An ominous chopper 
patrol and a few 
far-off troops are still 
scouring the area. 

Deal with them from 
the relative safety of 
the nearby crates, 
then move forward 
toward even more 
quake-riddled streets 
and a handy Ammo Crate. 

CLEAR THE AREA OF ENEMIES 

This parking lot is far 
more rife with threats 
than it first appears. 

A pair of PLR patrols 
are busy snaking 
their way through the 
few cars that haven't 
been completely 
destroyed by the 
quake down below. 
Unseen, more wait to the right, obscured by a small outcropping 
of concrete and burned-out car frames. Obviously, dropping down 
into this lower area would be a bad idea. For one, the upper area 
provides a terrain advantage. But more importantly, there's only 
one place that the enemy can actually flank you: on the far right 
past the cars, there's a small ramp allowing enemies up. Keep this 
in mind while going for a fairly easy Achievement/Trophy — easy as 
long as none of the PLR actually catch sight of Blackburn. 


Heads Up 

Head right while staying crouched to avoid the patrols 
below. Scoot around the fire toward a precariously 
positioned taxi. Look down to the left, waiting for the 
two-man patrol to slowly mske their way toward the cab. They'll 
never walk directly underneath it, but that's fine; they aren't the 
ones that are going to made into Liberation pancakes. When 

the parking lot, mash the Action 

Button to kick the 
cab down onto the- 
poor sap below to 
snag the Achieve- 
ment/T rophy, then 
quickly shift left to 
grab a bit of cover, 
as the cab has now 
left this landing 
exposed, 
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Check Your Six 

As mentioned 
before, this little 
area is great for 
firing down on 
enemies, but it 
can be easy to get 
tunnel vision while 
gunning down 
the troops below. 
Keep your head on 
a swivel here; as the first few enemies are taken out, more will 
come pouring in from the garage, and theyVe well aware of your 
eosifion. Move back toward the white car next to the fire and use 
~ for cover before enemies can get the drop on you. Alternately, 
cut off their only means of getting up to your perch by using the 
rubble as cover while slowly moving forward to deal with the 
enemies in the garage. 




Whatever your strategy, make sure ail the enemies are cleared out 
of this area before following the waypoint marker back into the 
garage. A small aftershock rocks the building, killing the lights and 
offering a few audio cues that things are about to get dicey again. 
Hit up the Ammo Crate to the right of the rolling doors, but quickly 
beat a path back into the small side room in the northwest corner 
of the building. Keep your eyes on the leftmost door for a few more 
PLR interlopers. After the investigative unit is taken out, proceed 
from cover slowly, gunning down anY'^bther PLRs in the open — 
there's one near the white car, and another next to the pianters in 
the street. 



The surprisingly intact bus ahead is blocking the main path. There's 
no way to get to the upper landing where its back end sits, so it's 
time to hop on the bus and investigate. 


As Black nears the edge of the vehicle, an RPG strike tears open 
the roof and creates a second point of entry. Stay crouched to 
avoid incoming fire, popping out to zero in on the flashlights the 
PLR are carrying. Take them down one at a time, ducking back 
into cover as needed. Once all the lights have been permanently 
extinguished, make note of the next waypoint objective and keep 
your sights trained on the distance. After another, more powerful 
aftershock hits, there's precious little time to gun down the two 
targets in the distance. 



After making your way back through a familiar gate, an insurgent 
will kick open the very same door Black's squad moved through 
what seems like ages ago. Gun him down quickly, then retrace your 
steps back through the choked [and now half-destroyed] rooms on 
the way to the original rallying point before everything went to hell. 
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Involuntary Euthanasia 

Speed is absolutely critical here; the falling building 
ahead offers just a scant few seconds to acquire the 

twin targets betore the building pancakes the pair as 
only tons of falling debris can. The first begins sprinting away to 
the left more or less out in the open, while the second is frozen in 



his tracks next to 
the wreckage of a 
car. Go for the tar- 
get on the left first 
and then move on 
to the right before 
debris can claim 
them. 


Montes makes for an unlikely reunion Black spills out into a halfway, 
delivering a grim bit of news: the dust-off of the extraction vehicle 
is quickly approaching. Time to race back to the extraction point — 
and fast 



FOLLOW MONTES 
■ [ KNOW YOUR JARGON I 

i ' I 

MILNET 

MiLNET is the first spin-otf from ARPANET, one of the packet- 
switching pillars of the original Internet. The Military Network 
allows unclassified information to flow between various global 
military operations overseen by the Department of Defense, 
using much of the same underlying technology as the Internet. 
However, MILNET is understandably walled off from civilian 
Internet applicationsthat otherwise piggyback off the ARPANET 
foundation. 

I ■ 



IF I WAS A BETTING MAN, 

I'D SAY WE'RE GOING TO BE 
GETTING A TOURIST VISA IN 
THE NEAR FUTURE. 








The initial sprint back toward the Ospreys should feel eerily 
similar. In the darkness, the small alleywayscrowded with covered 
shops just a few hours ago looks quite a bit different now, Ouck 
into the hookah bar and wait for Montes to raise the door just 
enough to duck under, then keep on his tail as he sprints back 
toward freedom. Hardly a few seconds go by before yet another 
firefight breaks out, this time between departing Marines and more 
PLR insurgents. Sprint down toward the flares and take cover 
behind the left Humvee to assist Montes and the others with the 
extraction. 



REACH EXTRACTION POINT 
ENTER HUMVEE TURRET 
HOLD OUT FOR OSPREY 

There's really nothing the Marines can do but lay down enough 
suppressing fire to hold back the swarms of PLR that threaten 
to compromise the extraction landing zone. Hop in the nearby 
Humvee's turret and swivel the mounted .50 cal turret around 
easily to acquire targets. Thankfully, there are really only a few 
places the PLR seem to be coming from. The first is dead ahead; 
a set of cars, one with its lights still on, offer a steady trickle of 
PLR targets to mow down. The second is a small covered camp- 
out spot near the central lighting towers on the street. The third is 
a wall near a white car offering cover to the PLR streaming out of 
the alleyway behind it. Avoid taking outth^^ car if possible; while it 
makes for a satisfying explosion, the flames and smoke it spews 
out help to obscure the PLR coming out of the alleyway. Quickly 
find and take out the various targets as they continue to leak into 
this area while waiting for the arrival of the Ospreys. 



■ [ CAUTION ] 


Fire, Don't Forget 

The .50 caliber turret’s ammo iseffectively unlimited, but the gun 
heats up rapidly during bouts of sustained gunfire. It doesn’t 
take much; if you start to hear the rate of tire slowing accompa- 
nied by a heavier chugging sound, ease off the trigger and aifow 
the gun to cool. It takes several seconds for it to cool off, which 
is why it's extremely important to avoid letting it happen in the 
middle of a firefight. It only takes a single round to take down a 
ground troop with a weapon this mighty, so fire in single or few- 
round bursts rather than simply opening up with everything the 
turret has. Nobody likes taking a bullet to the dome because they 
^ were stuck waiting for their own weapon to cool down. 


■ [ KNOW YOUR JARGON ] 

Know Your Jargon: Osprey 

The MV-22 Osprey, a variant of the Bell-Boeing V-22 is a stag- 
geringly agiie, resilient Vertical Takeoff and Landing [VTQL] and 
Short Takeoff and Landing [STQL] tiltrotor aircraft, it's capable 
of setting down almost anywhere and taking off just as easily 
thanks to its ability to swivel the rotors from a normal helicopter- 
like position parallel to the main fuselage to one perpendicular, 
allowing full forward thrust. This allows the aircraft to descend 
more or less straight down like a helicopter, yet also achieve far 
faster forward speeds than a conventional hell This versatility is 
thanks to its turboprop engine that combines normal rotor blades 
and a jet-like turbine engine, This combination of helicopter and 
airplane technologies gives the MV-22 a clear advantage at both 
high-altitude deployment and low-clearance loading, making it a 



The Osprey takes a little small arms fire while beginning its descent 
into the LZ, but shrugs it off. It’s not until an incoming RPG from 
the nearby rooftops smacks into it that the pilot must find a more 
secure LZ to pull everyone out. While it relocates, concentrate 
tire to the front of the Humvee, down a darkened alleyway where 
plenty of PLR targets offer a chance to really unload with the .50 
cai. After a gunning down a wave of enemies, a weil-piaced RPG 
will streak straight towards Black and the Humvee, knocking him 
clear. 

■ E CAUTION 1 

I 1 

Make Like Usian 

The final part of this mission is a simple and clear-cut one: get 
your ass into that Osprey, Marine. Of course, the hail of gunfire 
coming from the left isn't going to make it a leisurely stroll— espe- 
cially on the hardest difficulty level. Don’t even think about return- 
ing fire here; there's far too much incoming fire, and the Osprey 
is already beginning its dust-off. Instead, employ a combination of 
sprints and dives to maintain forward momentum at all times. It’s 
going to be a seriously difficult push to make it through the open, 
but the small channel through the crumbling street offers just a 
bit more protection from flanking fire. After that, a straight sprint . 
should be more than enough to grab Montes' outstretched hand 

and kiss Ai Suiaymaniyah goodbye. 

L . I M l I 
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CALLSIGN Lt, Jennifer ''Wedge '^ GQleby Hawkins - WSO 
LOCATION USS Geerge H.W. Bush, Persian Gulf 
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Mission Summary; The Marines on the ground 
need a iittle airborne firepower to help assist with 
operations in Tehran in the search for a high value 
target. Unbeknownst to Lt. Hawkins, her sortie 
has a direct link to Blackburn's operations on the 
ground, albeit from a few thousand feet up. , 
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[ KNOW YOUR JARGON ] 


CAG, WSO 

The Commander, Air Group, is responsible as the chief pilot for 
organizing any air operations onboard an aircraft carrier. In this 
case, operations are being handled by the U.S. Navy, Hawkins 
is actually a "wizzo” or Weapons Systems Operator that can be 
a member of the Marines or Navy. The WSO handles the actual 
firepower in the back seat of an F/A-18 Hornet while the pilot 
takes care of maneuvers. 

[ KNOW Y OUR JARGON ] 

Whisky Deifa 

Literally "weak dick," this indicates an operation that is net for the 
faint of heart or flaccid of extremity. In other words, this is not go- 
ing to be a normal flight op, and is of extremely high priority. 

[ KNOW YOUR JARGON ] 


DASC 

A Direct Air Support Center is an ad-hoc. ground-based setup to 
allow coordination between forces on the ground and air opera- 
tions underway overhead, including operating unmanned UAVs 
and drones. During this mission, you’ll hear plenty of chatter 
from the DASC as they relay Intel from troops on the ground, 
making this easily one of the most chatter-rich parts of Battle- 
field 3's campaign. 
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■ [ KNOW YOUR JARGON ] 

I ■ 

HUNT 

In combat, the single most important element is Information. 

The more one side knows about the other, the better prepared 
they are in nearly ail operations. This is precisely why Electronic 
Signals Intelligence is so valuable. ELINT is essentially a cross- 
section peek at the detectable spectrum of electronic signals. 

It can create a surprisingly detailed construct of various radar, 
electronic, communications and even GPS frequencies that 
reveal installations, vehicles, and more. Anaylzing all the signal 
noise coming from an enemy location, ELINT provides critical 

informationthat even satellite or infrared observations may miss. 

■ — ‘ 

■ [ KNOW YOUR JARGON ] 

I I 

Cat Shot 

Despite their impressive length, aircraft carriers are still markedly 
shorter than most runways. To assist with takeoff, a catapult 
mechanism is attached to the front landing gear of a plane which 
literally "shoots" them similarly to a crossbow down a chan- 
nel cut Into the deck, rapidly bringing an aircraft up to takeoff 
speed. The entire steam-powered process goes from standstill 
to cruising velocity in seconds, and allows multiple aircraft to be 
deployed in rapid-fire fashion. 



COMPLETE PRE-FLIGHT CHECKS 

Sometimes being aboard an aircraft carrier almost seems 
magical — aside from the cramped quarters, lack of personal space, 
long deployments and cacophonous ambience, of course. Still, the 
ramp-up to this flying op is nothing short of an audiovisual overload 
in the best possible way. Sit back and enjoy the brief tour of the 
bowels of the USS George H.W. Bush before heading up onto the 
deck. Amid choppy seas and the constant spray of the Persian 
Gulf, follow the on-screen prompts to complete the pre-flight check, 
Lower the canopy, check flaps/stabs, spin up the main cannon, 
check that missiles and countermeasures are good to go, and then 
hold on for the coolest roller coaster ride ever made. 



■ [ KNOW YOUR JARGON ] 

I ' I 

HMD 

A Head-Mounted Display is one of the most lethal tools a wizzo 
has available to them, allowing targeting through the simple ac- 
tion of looking at Imore speciticaWy, turning one's head toward] 
a target. With it, weapons can be deployed without ever taking 
eyes off the target, When dogfighting, keeping tabs on a target is 
absolutely paramount. Constant breaks, dives, ascents, and rolls 
are used to help shake pursuers, and all it takes is a second of 
lost focus to turn the predator into prey. 


■ [ KNOW YOUR JARGON ] 


I 


1 


Angels 

Altitude in thousands of feet. 'Angels" precedes the actual measure- 
ment, so "angels 3" indicates an altitude of three thousand feet. 


1 


J 


After turning to a proper heading, you and your wingman punch 
through heavy clouds on the way toward potential targets. There's 
not much to do here save for admire an incredible view, but things 
are quickly going to change, Take a deep breath and prepare for the 
most expensive game of cat and mouse on the planet. 



■ [ KNOW YOUR JARGON ] 

I 

IFF 

Identification, Friend or Foe is a simple system for verifying if a 
target is a friendly. Contrary to the name, it does not necessarily 
mark targets that do not or cannot respond, or respond with an 
invalid code as a toe. This is due to the myriad reasons why an 
IFF response may not be received [damage, interference, etc.). 
That said, a negative or incorrect response most definitely is a 
valid reason to be on guard tor the potential for an enemy threat. 

■ 



The two unidentified 
bogeys decide it's 
best to shoot first 
and ask questions 
never, forcing a 
hard break to the 
left to re-acquire 
the targets. The pair 
of fighters break 
formation, forcing 
your wingman to follow the left bogey. Meanwhile, you and your co- 
pilot track the right one, which almost immediately begins dumping 
countermeasures. Time to go hunting. 


■ E KNOW YOUR JARGON ] 

MiG-29 

it's a testament to just how powerful the Soviet aircraft counter-design 
efforts really were that a jet fighter conceived at the height of the Cold 
War is still in service today. The MiG-29 was designed as to directly 
counter to the US' F-15 Eagle and F-1S Fighting Falcon. It sports similar 
capabilities in terms of firepower, agility, and range.ln addition, it is 
more ttian capable of holding its own as a formidable escort, air-to- 
surface combatant, and air-to-air threat. Simply put, Hawkins' and her 
wingman's planes aren't the only dangerous thing in the sky. 


In a brilliant move, the pilot of the MiG dumps flares, immediately 
pulls up, punches his air brake, and sheds enough speed to swap 
places. Yes, that means there's a bogey on your six. Thankfully, 
this is precisely what a wizzo is trained to handle. Swivel your 
head around to keep the enemy in sight while your pilot performs 
evasive maneuvers to re-establish the natural order of things 
where you are the aggressor rather than the other way around. 
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pa simpler task than it may sound, though that doesn't mean it's 
easy. Keep your eyes trained to the rear at all times and 
the sound of a missile lock. When it turns into a steady 
tone, get ready ta deploy flares. They are designed to throw off 
the heat-seeking missiles the enemy jet will try to unload with 
precision. There's a limited window of time to react, but deploying 
the flares is a multi-stage process that releases multiple flares to 
mask your jet's engines. A smattering of incoming fire from the 
3D mm cannon forces your pilot to mimic the bogey's evasive 
maneuvers. He turns hard, dumps speed much like his opponent, 
and finally drops in behind the hostile craff even as it begins 
expelling out flares of its own. Keep eyes-on, as this is practice for 
protracted dogfights that may play out in the moments to come. 



Dogfighting 1D1 

you’re going to have any hope of snagging the You 
Gan Be My Wingman Anytime Achievement/Trophy, 
you must complete these dogfights without taking any 
e, and while minimizing ammo usage. 


Have patience here; both your flares and those of the enemy MiEs 
are used heavily for a very good reason: they work— and work well 
provided they are used propedy. Their deployment period is fairly 
lengthy; pienty of flares are shed in a single go, though they don't 
take terribly long to reload. That reload time is the absolute key to 
taking down these fighters with a carefully-paced shot. Most pilots 
will try to break away as they dump flares, creating a wide wake 
of heat that confuses the missiles, ff you see a target beginning 
to bank, hold off on firing until they've leveled out — and likely after 
they've dumped yet another set of flares. 

When being pursued, play the waiting game. Your HMD prominently 
indicates when a missile has actually been launched by lighting up 
as red as Satan's generous ass. Refrain from deploying flares until 
just after the display turns red. Generally speaking, if your pilot is 
turning and burning during a lock, it's a good idea to bust out the 
flares. If flying along a relatively straight trajectory, wait for the 
crimson hum. 



FARUK AL-BASHIR IS ABOUT TO 
HAVE A REALLY BAD DAY. 





TAKE OUT ENEMY FIGHTERS 


Finally, a chance to turn the tables on these airborne aggressors. 
Hawkins' HMD goes into effect, locking onto any target that she [and you] 
can keep relatively centered in view. It's important to get off a clean shot 
here without letting enemy flares render your missiles useless. Play the 
waiting game and listen for the ticking sound to stop. Again, if the target 
jet is banking, prepare for their flares to fill the screen. Wait for them to 
subside, then launch and pray for a proper impact. 


■ [ KNOW YOUR JARGON ] 

i 1 

Spiash 

As you will likely soon discover, nothing feels as satisfying as a 
confirmation of a kill — a "splash." This term is taken from the golden 
days of biplanes and the Red Baron, when the most common end 
to dogfights wasn't due to mortally wounded pilots. It was far more 
common for a plane's single engine to be damaged or destroyed, ef- 
fectively neutralizing the pilot as a threat. Their plane would eplash 
down, removing it from the fight, while the pilots could live to fight 
another day— if they survived their descent. In modern times, things 
happen on a far, far faster scale; jets are simply too agile and all 
of them are packed with high-powered weaponry to overcome that 
agility. The result? Big, satisfying explosions, but not much In the 
way of a graceful exit from the battlefield. 


After a few more dogfights, the opportunity to unload with your 
own cannons comes into play. Press the weapon switch button 
just as you did during the pre-flight check, then get ready to finish 
things oid-school. The engagement becomes all about classic 
dogfighting mechanics here; unload as the target is crossing info 
the line of fire. If you hesitate or wait tor a perfect position, it will 
already too late and you'll have to switch back to missiles. 

After finally finishing off his targets, your wingman moves back into 
formation from behind with orders to proceed to the original target. 
Unfortunately, a radar lock comes from out of nowhere and a bogey 
cuts the transmission short as your wingman is shot out of the sky. 
After a hard brake to avoid the same fate, two bogeys appear on 
your six. This is not going to be easy. 



TAKE OUT REMAINING MIGS 


A pair of missile locks is a bad situation to find yourself in, so respond 
quickly with flares to break both locks. Don't be stingy with the flares 
here when dealing with these close-range pursuers. After a few close 
scrapes, the enemies break formation and split up. This creates an 
opportunity to avengeyour lost wingman. Hit them hard here, punching 
missile fire as soon as the lock alarm sounds to avoid deflections by 
their countermeasures. If the missiles don't take, fall back to the usual 
tactics, playing patiently to bring this cat and mouse game to a close. 
After taking out the first target, his buddy quickly slips in behind you 
and another bout of missile evasion begins. Deftly avoid the incoming 
attacks and down the last enemy fighter while pulling some intense Es. 





The skies may be 
clear of bogeys, but 
they most definitely 
aren’t free of danger. 
While Jinking back up 
with the strike force, 
heavy anti-air and 
surface-to-air missile 
threats make it clear 
this isn't going to be 
a cakewalk. Perhaps its time this nimble fighter takes care of those 
SAM batteries... 



CLEAR SAMS USING HARM MISSILES 
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■ [ KNOW YOUR JARGON ] 

HARM Missiles 

The AGM-88 High-speed Anti-Radiation Missile is a true marvel 
at turning an enemy strength into their greatest weakness. By 
homing In on the radiation produced by radar signals, this missile 
is able to snuff out a communications network hub with ease. 
Tracing the transmissions back to their source, the impressive 
payload literally follows a signal to its genesis and detonates. An 
enemy's transmissions become a bullseye that the HARM can 
target with incredible precision. 


1 
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1 1 HERE WE GO, HAWKINS. 




Follow the on-screen 
prompts to switch to 
the HARM, then look 
for the brightorange 
targets to come into 
view. Use the zoom 
button if needed, 
then center a target 
in the reticule 
until a hard lock is 


acquired. After firing, keep the target painted as the missile races 
toward it. Repeat with the other two targefs to secure the airspace 
for strafing and bombing runs to come, and then move on to 
something a little more challenging. 


■ [ KNOW YOUR JARGON ] 

p__ — ^ 

Nothing says "teamwork'' like the Joint Direct Attack Munition. The 
JDAM Is an Army/Navy co-developed combination of GPS track- 
ing strapped to conventionally "dumb" [read: unguided] bombs 
that allows them to seek out targets that have been painted by 
another source. In this case, it's the guiding hand of Lt. Hawkins 
that marks targets from high above, directing the bomb-equipped 
planes on their strafing runs. So long as a target is held in view, 

the deployed munitions will easily hit the bullseye every time. 

■ -- ■- ■—* 



CALL IN JDAM TO DESTROY ALL PARKED PLANES 

The second phase 
□f the airport strikes 
is similar to the first, 
but requires more 
effort tokeep the 
target centered in 
view despite any 
sudden maneuvers 
your pilot might have 
to make. Switch to 
infrared view to see a smattering of warm jet bodies all around the 
airport. Wait for the flashing targeting reticule to turn solid, then 
center it on a plane in view and punch that fire button. Correct the 
aim as needed to keep the target centered until the air strike run 
is completed. Zooming in and out here definitely helps; pull out 
wide to look for the target, then zoom in to make sure the target is 
painted until the last second. Repeat for the other three planes on 
the field, then gear up for even more challenging target practice. 

DESTRDY PLANES BEFORE 
THEY CAN GET AIRBORNE 



Three hangars hardened against normal air strikes are hiding a 
dangerous threat. Multiple jets parked there will complicate the 
mission significantly if they are allowed to take off. Thankfully, they 
glow in infrared just as brightly as the stationary ones that were 
taken out. Use the same wide view to first find the planes, then 
zoom in and paint them, holding on the target until they've been hit 
There's only a short amount of time before they can throttle up and 
tear down the runway, so make the shots count Take out three 
more planes to ensure complete air supremacy, 


fTIPl 


Playing the Waiting Oame 

it's tempting to try to take out the planes immediately as they 
expose themselves coming out of the hangars, but with so many 
hardened surfaces around them, some shots may not hit their 
mark, instead, wait for the pianes to fully clear the hangar's outer 
walis and begin turning onto the long stretch of tarmac. By the 
time the strafing run begins, the planes will be completely clear of 
obstructions yet won't have enough time to reach takeoff speed. 
Just don't forget to keep them centered to avoid a missed strike. 



TAKE DUT HELICDPTER USING 30 MM 
■ { KNDW YDUR JARGDN ] 


High-Value Targets are, just as the name implies, mission-critical or 
otherwise extremely important persons, resources or objects that 
are given the utmost priority in operations. In this case, the HVT 
may be somewhere in the convoy and will try to board the helicop- 
ter in hopes of escaping the allied forces on the ground. HVT per- 
sons are prized for their information, and as such are often wanted 
alive to be used for interrogation later rather than dead where their 

role in enemy operations can be transferred to another person. 

■ - ‘ 


■ I KNOW YDUR JARGDN ] 

* A-1Q Thunderbolt * 

Riling the JS military's need for close air support during the early 70s, 
the A-10 Thunderbolt is equipped with a staggeringly quick, Gatiing- 
style 30 mm nose cannon that fires armor-piercing shells made from 
depleted uranium at a blistering average of B5 rounds per second. 

This ensures every strafing gun run is equally effective against 
ground forces and more heavily-shielded targets like transports and 
even tanks, At its heart, the A-10 Thunderbolt is an almost exclusively 
ground-attack aircraft designed to quickly light up a target area and 
get out. This specialized focus makes it ill prepared for air-to-air combat 
^ against specialized craft like the MiG-29s seen earlier in the mission. 


Marking the A-10's gun run is similar to the previous support you've 
provided thus far with one important distinction: this time the target 
is marked wherever the crosshairs are at the time; no correcting 
the target or needing to track it here. When given the go-ahead, use 
the on-screen controls to switch to targeting for the Thunderbolt's 
run, line things up and press the trigger. 


TAKE DUT THE RUNNERS 


The helicopter and its PLR passengers will be completely 
obliterated, causing the rest of the ground forces to scatter almost 
immediately. Pick out the small group running away from the pack 
and lead them ever so slightly, then call in one last run and enjoy 
the show, Once the runners have been dealt with, the mission is 
marked as successful. As Hawkins and her pilot can head back to 
the USS George H.W. Bush, sit back and enjoy a first-person view 
□f a carrier landing in the dead of night. 
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SET UP MORTAR 


UNIT Ist Recon Marines 


Seeing Tehran lit up by both buildings and weapons fire alike 
almost gives you pause to take in the beauty... if not for the fact 
that, in just a few seconds, Black and company will be sprinting 
for their iivss through incoming fire, After getting orders from 
Hp, a mass of Marines gears up and charges down the hill. Their 
destination is a site for Black to set up the mortar he's carrying 
and provide light for the invading forces. The enemy strikes aimed 
at slowing the advance have their targets dialed in. This helps 
Black avoid taking damage by skirting the areas that areregularly 
hit. Travel along a slightly zig-zagging path right down the middle 
to arrive the mortar site without a scratch. Once in place, Campo 
assists Black in deploying illumination rounds to shed a little light 
on the situation. After that, Black gets boosted over the nearby wall 
by a helpful fellow Marine. 


CALLSIGN «5gt. Henry Black ' Blackburn 
LOCATION Tehran, Iran 

. ■■■■ ■ M 

OATE October 31 
TIME 0B45hrs Zulu Time 


> nnln 


o: « Despite the military s best efforts, there are no 


to bedh Tehran. Black and the rest of the 1st 
Recon Marines must push past heavy defenses 
in the Iranian capital In the hopes of seizing vital 
information. What Black doesn't know is just how 
valuable that information will be... 
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CLEAR RIVER BANK 


Immediately after scaling the wall, all hell breaks loose. The PLR 
has set up a generous complement ef ground forces and, farther 
up, machine gun nests to really complicate things. Deal the most 
immediate threat first; the enemies on the other side of the canal. 
Move left behind the cover afforded by the large rocks, and then drop 
to a knee or go prone. Sneak out slowly to the right while scoped to 
take out the bridge targets as they come into view, If you come under 
fire, simply scoot back to the left to recover health before resuming 
your attack. Once all four enemies on the far side have been taken 
out, it's clear to charge down the hill into the riverbank itself. 



Danger in this next section can come from multiple angles: PLR 
up above will fire down into the canal as their triends use the 
staircase at the far end of the canal to pUTih back at ground level. 
Deal with the upper enemies first, using the boulders and wall to 
the left to avoid incoming fire as needed. Gun down the enemies in 
the creek bed next, pushing up toward the stairs where a waiting 
MG nest blocks further progress. 



ELIMINATE MG NESTS 


[TIPl 




Hot Potato 

The easiest v\/ay to take tiie manhins gun and its PLR operator? 
out of commission is to lob s prenade. Aim a litrle above the 
sandbags that protect the ernplacemerrf arcing the grenade just 
over them and Into the nest. With luck, the grenade will take out 

The whole group in 





one TB!i swoop, yui 
if you don't must 
your aim, you can 
always fry holding 
The grenade button 
to cook it G bit and 
shorten the fuse- 
just don't hang cn 
for too Iona! 




With the first MG nest taken out. the second is now within striking 
distance. Though it's wise to use the walls underneath the first 
MG nest to push forward, even the crumbling bits ahead don't offer 
the best angle to take out the nest Use the wall to take cover 
from the second nest, then , sprint left around the barriers back 
toward the canal, dive behind a small group of rocks just to fhe 
right of a light post. A PLR on the other side should be taken auf 
before cancentrating fire on fhe group surrounding the second 
MG nest directly ahead. Keep laying down suppressive fire to 
allow other Marines to move forward and lob grenades into the pit. 
Alternatively, you can attempt it yourself if you still have grenades, 
□nee the second nest is taken out, push forward toward it by 
approaching around its left side. 



There’s a good chance Black and the other Marines will come 
under heavy fire as soon as they crest the hill, so dive into a prone 
position behind the sandbags of the second MG nest. Sweep left, 
diving as needed, to a large rock that provides cover from the 
enemy forces. Keep an eye out for PLRs up on the top of the wall 
that might fire down, but focus on fhe bulk of incoming fire coming 
from directly ahead. A few PLRs are standing, mostly stationary, off 
in the distance and can tag you quite well when in the open. Use 
the wall to the left as a guide and move up, leapfrogging over the 
nearby boulders that provide cover while watching your right flank 
for any PLRs that might still be up. After taking out any remaining 
combatants near the stairs, push up them to reunite with more 
Marines as they lob a grenade into the nearby apartments. 

The grenade's 
explosion has 
thoroughly cleared 
the first few 
rooms of PLR. 

After bypassing an 
insurgent that met 
an unfortunate, fiery 
end, move through 
the buildings until 
reaching a door that requires button mashing to breach. Beyond 
wait more empty corridors and roams, and another door to breach. 



■ [ CAUTION ] 

Itchy Trigger Finger? 

As Black tries opening this second door, a PLR insurgent on the 
other side knocks him back, kicking off a slo mo sequence. Un- 
load on the armored grunt, then get ready for two of his buddies 
to return fire, one in first room ahead on the right and another 
behind a bit of makeshift cover. If you're quick enough in this 
section, all three enemies can be taken out without them ever 
getting off a shot of their own. Black's second default weapon, 
the B7Qt^CS semhauto shotgun, works great here. If it comes to 
an exchange of bullets, just use the wall on Black's side of the 

door to get a breather as needed before pushing on. 

■ ■ 
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REGROUP WITH BRADY 


Moving through the rest of the apartment complex is blessedly free 
□f PLR encounters. Eventually, the corridors spill out into a garage 
where the rest of the Marines are being ied by Captain Brady. Black 
and his squad are ordered to jump into a Humvee convoy on the 
.‘.sy into the heart of downtown Tehran. Obey orders by jumping 
into the passenger seat of the second Hummer in the convoy. 

Enjoy a brief respite as the group of veh;c/es w/nds lYs way through 
what's left of the captial on the way to the financial district 



FOLLOW BRADY IN HUMVEE 



The Humvees 
meander through the 
wreckage of Tehran's 
highway system 
without incident, 
though Captain 
Brady's taik of trying 
to catch the PLR off- 
guard by driving right 
into the middle of 


an ambush is a little disconcerting. The convoy finally reaches an 
impasse due to a car parked right in the middle of the road. Ordered 
to investigate the blockade, Black and buddies hop out of their 
armored transports and into a potential trap. 



MOVE VEHICLES BLOCKING THE ROAD 

Oh, hey. a stalled vehicle, this definitely isn't a trap or anyth- 

□h, yep, that was a trap alright. Well, if it's a fight the PLR want, the 
United States Marine Corps can most definitely provide it. 

FLANK ENEMIES 

Follow your fellow squadmates' lead and sprint as if your life 
depended on it because it does. Speed is of the essence here. When 
you arrive at the wall formed from the [iiteraJly] jacked-up street, 
make sure to duck or go prone and scoot under the overhang. It 
you're standing, the PLR on the overpass above can still snipe you 
well before you get a chance to get the drop on them. After a few 
seconds, another sprint up the stairs and under the overpass begins. 
Follow your squad through the belly of the bridge, up a couple flights 
of stairs and to a door leading out to the overpass itself. Campo 
kicks open the door, and the counter-attack is on. 



While this bridge provides plenty of cover, it's also pcpulated with 
some crack shot PLRs. Use the distraction of the convoy below to 
get the drop on the pair of PLRs on the left side cf tn= t"dge, then 
quickly duck back into cover behind the large truck nea^oy. 




[CAMPAIGN] 


ff 


\ 7. 5 ii ^-21 

Wk? tW :! 




flrl ^ I i k L: % I Li ^ ‘ 



CLEAR THE BRIDGE 


There are quite a few PLR tangos downrange, both on the bridge 
itself and on an elevated bit of rubble far off in the distance. Take 
this shootout slowly; just a few shots from these enemies can end 
Black's career quickly [especially on higher difficulties]. Peek out, 
squeeze off a few shots if a target hasn't already acquired you, 
then get back. \nto cover. When there are no c\ear targets trcm your 
position, sprint forward and find another safe piece of cover. Keep 
taking out threats here and advancing until nothing stands between 
the squad and that ledge at the far end of the bridge. 



FOLLOW SQUAD 

Flead toward the wall and use the Jump Button to climb up, then 
quickly take stock of the situation down below on the other side. 
There are plenty of cars to use as cover, so resist the temptation 
to use this lofty perch to take out enemies. There's nothing in the 
way of quality cover here, and Black will be just as exposed as 
the PLR troops stationed here. Jump down and slowly make your 
way up through the makeshift parking lot, making sure to drop to 
full prone if you take too much fire. These enemies are well hidden 
by darkness, so look for muzzle flash and do a little medium-range 
sniping as needed before moving up a bit more. As the squad 
makes its way to the top of the hill, something far more dangerous 
crashes through the wall to the left. 



FLEE TANK 


Yep, that's a triggin' tank. Without anti-tank weaponry to even the 
odds, the only smart move is retreat. Run toward the rest of the 
squad as they make their way through a small channel cut out of 
the earthquake-riddled street and do not stop sprinting until you 
reach safety. The tank is seconds from completely obliterating the 
entire squad, so this is most definitely a run for your life scenario. 


■ [ KNOW YOUR JARGON ] 

r" ' " ' 

T-30 


I 


The T-9D tank is the third generation evolution of the technology 
that turned the tide during World War II. It's capable of laying 
down staggering amounts of firepower, resisting RPB attacks 
with heavily armored front and sides. Massive 125 mm rounds 
for the main cannon, anti-air and anti-tank capability, laser detec- 
tion systems and more all combine to make something extremely 
dangerous to other tanks, to say nothing of a set of four fleshy 
humens trying to outrun its main cannon. Black and his squad- 
mates must have somebody watching out for them because that 
was a one-in-a-million escape. 


pumk offic! 
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FOLLOW SQUAD 

Worm your way through the darkened building with your buddies 
until finally reaching the outside again and one hell of view. A 
massive bank tooms overhead, dwarfing the other buildings nearby 
and allowing a small breather... right before a familiar friend shows 
up to spoil the sightseeing tour. Thankfully, that air support that 
was called in seconds before the squad emerged from the building 
does its thing in the nick of time, reducing the tank to a burning 
mess of rended metal. Count your blessings while following the 
rest of the squad toward the bank, taking heed of the warning that 
this wasn't the last tank the PLR has at their disposal. 


SUPPORT JAVELIN TEAM 

sprint across the street, leaping over the low dividing walls 
between lanes and up the stairs to encounter a trio of PLR goons 
that have overwhelmed the Javelin team. A fourth insurgent 
attempts a flanking attack by kicking open the door to the portable 
building to the right after his friends are down. Show him what 
waits for those that try to surprise a Marine before considering 
what's next 


ready to fire. Keep an ear out for the main cannon's fire (bearing in 
mind it's more than capable of destroying any nearby wails to get 
at the squad], pop up, lock on and then flatten yourself immediately. 
Try to slide tc the right er left a ways while listening for the second 
tank's cannons to fire, then pop up and repeat. The first tank will roll 
from the main street to the left, right up into the center of the bank's 
courtyard, allowing a precious few seconds to lock on before it can 
swivef the main gun around to take aim. The second tank isn't nearly 
as forgiving, steaming straight toward the squad down the street to 
the right of the bank. Take your time here and stay mobile even while 
on the ground; if Black goes down here, the entire three-tank disposal 
sequence must be repeated. 

REGROUP 

When all three tanks have been taken out, sprint across the street 
below toward the bank's courtyard. There's plenty of incoming fire 
from the PLR sitting in the upper windows of the bank, so use cover 
as needed until crouching with the rest of the group and awaiting 
orders. The push toward the bank was only the first part of the 
mission. Now it’s time to find the back way into the massive building. 



DESTROY REMAINING ARMOR 

■ [ KNOW YOUR JARGON ] 

I " ' ' 1 

Javalm 

The FGM-148 Javelin represents the continued advancement of 
American military firepower, capable of fiiTfe-andTorget ease upon 
acquiring a lock-on. By opting to shooti up Instead of directly 
toward a tank, the Javelin is able to pick up tremendous speed 
thanks to gravity's help and plunge straight down into the com- 
paratively unprotected top of a tank. Once a Javelin's operator 
has acquired a direct line of sight lock on a target, they need 
only fire and find cover while the missile heads straight up, then 
straight down. 

■ ■ 
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With heavy armor 
quickly approaching, 
securing a means to 
remove them in lieu 
of a dedicated team 
is vital to the success 
of the mission. 
Thankfully, there's a 
Javelin waiting near 
the sandbags. The 
only problem? The tank guarding the bank is pointed right at the 
squad, meaning standing up with a giant anti-tank weapon is only 
going to make Blackburn a priority target Drop to the ground and 
listen for the tank's main cannon to fire, then stand, aim, and lock on 
before firing. Immediately drop back down into a prone position to 
avoid the tank's inevitable return fire while the Javelin completes its 
roller coaster trip toward that lock-on target Once the tank is out of 
the way, it becomes a little easier to pop Black's head up to scope 
out the situation, but things are going to change, and fast 



If one tank is bad 
news, then two is akin 
to getting bathroom 
duty for a year. 

While the head's in 
.constant use. In Hell. 
The strategy here 
isn't wildly different 
from last time, but the 
importance of keeping 
your ass down most definitely is. The only time you should be doing 
anything other than laying down and listening is when you're getting 


FLANK THE BUILDING 

With so much firepower coming from the bank, a frontal assault 
would be suicide, but perhaps a smaller group of Marines could 
sneak by and slip in through a different entrance. Follow the squad, 
making sure to sprint by the staircases as the group rounds the 
plaza. When everyone stacks up near the left set of stairs, wait 
with them, then make a run for the sandbags near the middle of 
the plaza. Pop up when the other Marines offer suppressing fire 
and continue sprinting up the stairs directly ahead, slipping around 
the left side of the building toward a few more PLR obstades. 

Gun down these grunts and continue skirting the left side of the 
building, getting a boost over the wall toward the next obstacle. 




ENTER THE BANK UNDETECTED 



After dropping Into 
this back area, head 
toward the waypoint 
marker and get ready 
to give your buddy a 
boost. He'll climb up 
and kick down the 
ladder so you can 
join him in a seriously 
precarious bit of 
gymnastics. After watching him climb in through the bathroom 
window, if*s time to do the same. Almost immediately after dropping 
into the room, a PLR insurgent attacks your ally. Follow the on- 
screen prompts to quietly and gruesomely eliminate this threat 
before getting ready to punch into the bank proper. 
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CLEAR THE ATRIUM 


Giant, open structures might make for an awe-inspiring sight during 
normai business hours, But trying to re-take an occupied bank in 
— = read of night when every buiiding occupant is packing assault 
■““as is a completely different story. This shootout is going to be 
more difficult than any you've taced so far, but by taking things 
very slow and picking off one enemy at a time, it can be done with 
minimal frustration. The most immediate threat is that of the PLR 
at the end of the short hallway beyond the last knifed guard. One 
insurgent will come to investigate things, but he's quickly [oined by 
2 couple more buddies. The shootout here is a matter of carefully 
peeking out of cover just long enough to fire off a burst or two. 
Since your buddy is already using the copier, hang back inside 
the doorway and pop out to gun down the PLRs at the end of the 
walkway. Once they're gone, things get really interesting. 



and pop up just long enough to acquire a target before grabbing 
cover again. One particularly pesky tango waits on the second floor 
from the top all the way to the right of the room, giving him a great 
angle to fire down on you. He's hardly alone up there. Multiple PLRs 
dot that level, sniping from just about every angle. Take your time 
here, either popping up very briefly to find a target or by staying 
prone and slowly inching backward until one is revealed. This 
leaves Black's legs rather exposed, so it's best to use this only 
when you're sure you're lined up for a headshot. 

After removing the upper-level threat, there’s still plenty of forces on 
this floor to contend with, so stay low and inch around toward the 
rows of cubicles. These flimsy walls offer hardly any real protection. 
Instead, use the more solid stone walls to the left to block incoming 
fire as needed. Enemies will bunch up near a set of crates and a 
pillar around the opposite side of where you came in. Retrea to the 
walkway where you knifed the guard and pop up long enough to 
reduce their numbers from a distance before inching forward. 



Patience is key 
here. If Black dies, 
everythinghas to be 
dene again, starting 
with the knifed guard. 
There's simply too 
many enemies here 
to try to blast your 
way through on 
the easier difficulty 


levels, to say nothing of the challenge of doing this on the hardest. 
If a scoped assault rifle isn't doing the trick, try the M98B sniper 
rifle resting next to a table to the left of where the cubicles start. 
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Even with the 
opposite hallway 
cleared of enemies, 
don't start breathing 
easy just yet. Backup 
is waiting for you 
and your buddy 
down below, but 
there's still plenty of 
danger about. A few 
straggling PLRs appear on the opposite side just one floor above 
where you first entered this massive shootout. Take them out the 
same way as you have until now with slow, deliberate progression. 
Rather than trying to fire down into the open area below, pause 
near the stairs leading down to the other squad and snipe at 
enemies that are exposed to the right and left, A few PLRs will try 
to stick to cover near the columns on either side of the room. Once 
they've finally been cleared out, it'll be safe to move on. 




Si > 


REGROUP 


Head down the stairs and bunch up with your fellow squadmates 
near the door leading deeper into the bank. After a bit of 
coordination. Black's squad is told to find the vault and hopefully 
with it, Ai-Bashir. Montes kicks down the door and the way forward 
is revealed. 



GAiN ENTRY TO THE VAULT 

Signs of violence only grow more grim as the Marines head lower 
into the depths of the building. Bodies are strewn everywhere and 
an open elevator shaft isn't making things any easier. It falls to 
Blackburn to lead the charge down the shaft. Follow the on-screen 
prompts to hook up the rapelling gear and then slowly slide down 
toward the floor below. A pair of flashlights betrays a PLR presence 
and, after lobbing a QTE-assisted flashbang down into the room 
below, a slo-mo flying kick starts yet another shootout. 



Deal with the closest enemies first, then sidestep right to use 
the wall ahead and columns to the side for cover. Shoot through 
the shelves to take out enemies down the hallway, but don't 
forget to monitor the hallway to the left. There are a few columns 
here where enemies will bunch up for cover, though they can be 
chipped away with enough weapons fire to allow for easier shots. 
Always maintain a solid wall rather than a column between you and 
enemy fire. Pop out quickly and unload, then duck back into cover 
to rSioad and recover health if needed. Once these small rooms 
have been cleared out, Black and his squad can make their way 
into the vault— and the terrifying discovery within. 
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VITAL STATISTICS 


■ [ KNOW YOUR JARGON ] 

’ GRU 


1 


UNIT GRU 

CALLSIGN Dimitri "Dima" Mayakovsky 
LOCATION Paris. France 
DATE November 13 
TIME 1320hrs Zulu Time 


EE With precious little time before Solomon puts his 
I nuclear plans into effect and Russia is blamed 
5 for the incident, Dima and his cohorts from the 

mJ % 

GRU must find the nuke and recapture it before 
Q it can be detonated. This is a mission that must 
w succeed at any cost — even if that means the lives 
V of French police officers. 


INITIAL 

WEAPON 

LDAPOUT 



AKS-74U 


AK-47M 


J.... I.. . . 


WEAPONS 

FOUND 

DURING 

MISSION 







M1014 

AEK-971 

F2D00 

G36C 

UMP-45 
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The Glavnaye Razvedyvatelnoye Upravleniye was formed just 
days before the armistice that marked end of the first World 
War. This resilient agency has survived Russia's transitions from 
military superpower to hotbed of revolution to civil war to thriving 
communist superpower to the fall of communism. As a military 
intelligence agency, the GRU had a bitter and long-lasting rivalry 
with the KGB that lasted up until the KGB was dissolved after a 
botched coup against Gorbachev in 1991. Through it all, the GRU 
has survived, and its operatives are every bit as tough. 

i I 

/ 

YES, TODAY A FEW PEOPLE ' | 

WILL FIND OUT WHAT WE DID I 
FOR HUMANITY. 
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& [CAMPAIGN] 

// Comraiieis 


A pair of masked enemies stands near a parked car on the far right 
side of the parking garage. Move up to the white van, crouch, and 
wait for orders to take down the terrorists with a pair of carefully 
[but quickly] executed bursts to their center mass. The whole 
garage turns into a flurry of gunfire, with Dima's friends sweeping 
to the right side columns. □□ the opposite: run to the left and apply 
fire toward any masked enemies that may try to push back. Scoot 
along the left wall, using available columns and cars as shielding 
to close the distance to the enemies on the left side. With luck, 
they'll be too distracted by the two other Russians shooting at their 
friends to the right to notice yau: 

Flank the enemy wherever possible without creeping too far 
forward, Moving past the first column is a bad idea; instead, stick 
to this position and take your time, whittling away at the enemies 
in the middle and left sides before attempting to help out with the 
rightmost enemies. After the first few have been taken out, more 
masked menaces will join the party and should be dispatched in 
the same way. Keep in mind that Dima has multiple grenades that 
can be used to detonate the nearby cars to help clear out enemies. 
Use the limited grenade supply sparingly, as this will be one of the 
most protracted battles yet. When the floor is clear, the trio can 
proceed down to Floor B to continue the assault. 


■ ITIP] 

Lights Out 

The headlights from the parked cars all through this garage are 

very good at obscuring enemies that might be nearby. Extinguish 
the glare by shooting out the lights while safely behind heavy 
coverto help get a dearer view of the situation. 


GAIN ENTRY TO THE EURQNEXT BUILDING 


Nothing iike a leisurely drive through the claustrophobic streets of 
Paris to help hit home just how bad a nuclear blast in a densely 
populated capital would be. Dima and hia fellow GRU agents 
discuss the threat as they steel themselves for the fight to come. 
They power-up a signal jammer to remove the possibility of remote 
detonation and prepare to infiltrate the Euronext exchange to 
take down Solomon and retrieve the suitcase nuke. After plowing 
through an already-occupied front gate, the trio cuts the power to 
the parking garage and heads down into the depths of the Parisian 
version of Wall Street. 


Floor B seems deserted as the GRU proceed onward, only to have 
a machine gun open fire on the group. Thankfully, the van and cars 
nearby form a nice shield. Pop the headlights to get a clearer view 
ofthe gunner between two cars in the back-right He can be sniped 
from between your vehicular shield's crack if you're quick and 
precise about ItAfter he's taken care of, follow your teammates 
down farther into the garage. 


A sudden RPG strike against a stationary vehicle forces the team 
to sprint past the burning wreckage to the leftmost column similarly 
to the first shootout Unlike the first shootout there are quite a 
few more exposed angles here — just popping out to fire shots 
at enemies down range on the left can leave Dima open to hits 
from the right Deal with these enemies on the right first looking 
for muzzle flashes when they pop out of cover. Then swing your 
aim back to the left to catch enemies taking cover near the back 
columns and cars closer to your position. 

After clearing out the first wave, more will pour In from the back 
corner ofthe room, largely protected by a waist-height wall. Most 
of the enemies will dash toward cover near the columns on the left 
and middle parts of the garage. However, a few eagle-eyed masked 
men stay put at the back of the room to take pot shots near the 
giant EXIT sign. Deal with the closer threats first to avoid being 
shot at while aiming at the longer-range targets, then pop them 
with a couple carefully-placed headshots. Push on toward the exit 
and into the exchange. 
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Threading through the pipe work and right angles of the garage's 
exit, the trio finaliy comes to a closed door at the end of a long 
hallway. It falls to Dima to breach, and the other two quickly swoop 
in to take down the unsuspecting goons inside. Almost instantly, 
they realize the area is choked with gas and all three don their gas 
masks. The restricted field ot vision creates a tense atmosphere 
that can cause you to miss a handy Ammo Crate along the right 
wall. Stock up on ammo and consider switching to a more close- 
quarters weapon like the extremely quick AKS-74u that serves 
as the default secondary weapon. It may not have the scope of 
the AK-47M, but it makes up for it with little recoil and plenty of 
precision. 



MAKE YOUR WAY TO SECOND FLOOR 


Ascend out of the basement via a series' of stairs, taking point 
when ordered. Before Dima can enter the doorway, a masked 
fighter starts a fistfight. Bad idea. Follow the single prompt after 
slamming his head into the wall to offer a one-way ticket back 
down from whence you came before pushing on into the exchange 
itself. 

This office has become a tomb for the poor employees that used to 
work here. After navigating the walkway, hostiles appear when the 
trio makes its way to the first junction. Let your comrades deal with 
the enemies on the left and swing right, taking out a tango before 
he can draw a bead. 

More enemies will join the fray, pouring in from the adjacent room 
ahead. Severaifind cover among the cubicles near the windows 
to the right. Be patient here, waiting for them to show their heads, 
then send a few carefuily-placed bullets to their final resting place 
in your fees' noggins. 



■ [ CAUTION ] 

I I 

Poor Protection 

The wails decorated with a fleur-de-lis pattern nearby may seem 
to indicate solid surfaces, but they're really little more than 
tissue paper when it comes to blocking incoming fire. Shoot 
through these flimsy walls at any enemy foolish enough to take 
cover behind them. Not only does this provide a peek into other 
rooms, it also makes it harder for enemies to get the drop on 
you. For more solid cover, duck behind office furniture or the thin 
red columns dotting the office. Of course, the same rules apply 
to those flimsy walls when enemies try to take cover too. If the 
opportunity to punch through a wall and remove a threat pres- 
ents itself, don't hesitate to take the shot. Not only will it provide 
a peek into other rooms, but it lowers the chance that enemies 
will be able to get the drop on you. 

Keep pushing forward as enemies are taken out, sweeping right to 
hug the windowed wall where light is pouring in as your teammates 
edge into another part of the office. The wall emblazoned with MB 
is a great place to take cover from the enemies firing down from 
the upper ledge at the far end of the room. Keep an eye out for a 
few more tangos that will try to ambush and flank the team from 
the rooms on the other side of the cubicles. Deal with them before 
the enemies in the elevated positions, and then edge ever closer 
to the main target by dashing through a doorway on the far side of 
the room. 



Another set of stairs and another door that must be breached. 
Stack up to the left of the door, allowing Kiril to kick it down and 
into — you guessed it — another shootout. 

LOCATE DEVICE 

Things quickly turn hairy as soon as the trio makes their way to 
another set of desks. Take the same approach as last time, splitting 
off from the main assault group. While Kiril and Vladimir proceed 
down the right corridor, get the drop on enemies from the left. 

Cover here is rather flimsy and thus fleeting. Be quick with your 
shots, capitalizing on the distraction that ycur teammates create as 
they move deeper into the gas-choked office. 

Enemies will swarm in from a lower floor, but this shouldn't change 
your strategy. Continue hugging the leftmost path, getting the 
drop on enemies distracted by your buddies. After clearing out any 
remaining threats, head down the stairs into a sun-drenched lobby 
toward the main trading floor. The nuclear device is located here, 
accompanied by a heavily-armed security detail. Don’t expect the 
fight to secure it will be easy. Check your mags, be ready to grab 
cover as needed, and get that friggin' nuke! 
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stack up with Kiril and Vladimir, breach the doer to the main floor 
and get ready for a serious firefight. 





CAPTURE NUKE CARRIER ALIVE 

The nuke carrier doesn't hesitate to flee the scene, covering his 
escape with a flashbang. While he makes his escape, scads of 
enemies swarm the trio. Quickiy drop into a crouch and use the 
desks on the trading floor as cover while sweeping your sights 
to the right. Plenty of enemies will try to use the columns in this 
room for cover, so make sure they're dealt with quickly. If you can 
sprint over to the back-right column and go prone, you can catch 
enemies off-guard as they try to use this column for cover while 
they're distracted by your friends. Slide out and take a few shots 
at the enemies that seem to stream endlessly, picking them off 
as they take refuge behind the upturned desks. Eventually, the 
reinforcements will subside, and the trio can proceed through the 
exit where all the enemies originated from. 

In an unlucky turn of events, the signal jammer begins to run out 
of batteries. No time to waste here, then. The nuke carrier will take 
a couple wild shots at his pursuers as he flees, but the real threat 
here is waiting in one of the elevators to the right. The hostile 
within bursts out in a misguided attempt to stop Dima. Follow the 
on-screen prompts to give him a litHe taste of his own medicine. 
Continue the chase down into the lobby of the exchange, taking 
out a pair of guards while the rest of the masked men flee behind 
them. They arrive to discover a scene cf utter chaos: the French 
police and the terrorists are embroiled In an all-out street shootout, 
meaning there are now two sets of hostile forces that must be 
considered. This is going to take some careful planning... 



CAPTURE NUKE CARRIER ALIVE 



MAIN TRADING FLOOR, 
THROUGH THERE. 
LET'S GO, DIMA. 
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The Professional 

There’s no sugar-coating this: to earn The Profes- 
sional bragging rights, yau’ll have to make your way 
through this chaotic warzone in under two and a halt 
minutes and do it in a single run. No dying, no second chances. 

The time limit is tough, but it's more important to protect Dima 
from Incoming fire by mitigating the number of threats he's going 
Wait tor Kiril and Vladimir to move up first and take out a 
* cop across the street As you follow, let them take the right flank 
while you grab cover behind the white van on the left side of the 
street Take out two policemen directly down range, provided your 
teammates don't get them first One hides near the mess of cars 
by the bus and the other can be found near a table on the right 
side where your buddies are moving up. 

Move up slowly, 

to the most 
ces of 

you can find 

while avoiding the 
bus stops 
and signage. Once 
all the cops have 
been cleared from 
near the bus, use 

that as the next forward position. Take out cops coming out of the 
left alleyway and stay low to avoid a patrol that marches down the 
middle of the street. Farther up, obscured by a burning car, waits 
another^set of enemies that can be extremely dangerous. Cross the 
street and head up the right side. Avoid the incoming fire by laying 
low and sprinting toward the nuke carrier as he dashes out of the 
nearby bus. Just as the trio is about to catch the carrier, an RPG 
smacks into the busmaking tor an untorfunate and bitfersweet end 
for one of the trio. With no time to waste, the chase must continue 
or the cfty of Paris w/ii meet a tar worse fate. 



Follow Kiri] as he lumps over a railing and continues through a 
few back alleys. There's no point in engaging any hostiles along 
the way: the nuke carrier has gained valuable distance and rPHJst 
be stopped at alt costs. Dash through the warzone, shrugging 
off crossfire and a tew explosions as you tail the terrorist. After 
vaulting over a low cluster of wood, the duo finally catches sight 
of the carrier crossing a street to the train station. Again, avoid 
confrontation here; the nuke is the target. Sprint across the street 
and up the stairs. As they reach the top, a surprise Quick Time 
Event puts it all on the line. Watch for the familiar prompts and 
put an end to this chase once and for all before making a tragic 
discovery. 
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UNIT 1st Marine Tank Battalion 


CALLSIGN 

LOCATION 

■ •• ’ AX* : 

DATE 


Sgt. Jonathan Miller 
Near Tehran, Iran 
October 31st 


.-t s t 


TIME 0 315 hrs Zulu Time 
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Jumping back in time a little, Jonathan Miller's 
tank mission takes place before the events of 
Operation Guillotine, outside of Tehran. The 
tank battalion is charged with first clearing a 
path toward, and then into Tehran itself when 
a distress call from a certain Sgt. Blackburn 
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■ [ KNOW YOUR JARGON ] 

I 1 

LOO 

A Line of Departure is just that, a forward line where attack ele- 
ments [in this case a tank battalion] can move to in preparation 
to move out for a combined assault or to coordinate with other 
attack or defensive elements. Miller's the tank battalion is an 
route to a Jumping off point for the rest of the mission, as they 
patrol the wide open, high-altitude, unforgiving Iranian plateau 
desert. 

‘ » 

■ [ KNOW YOUR JARGON ] 

I ■ 

BM-21S 

Though comparatively ancient compared to the military might 
thundering across the Iranian desert, the Russian BM-21 truck- 
mounted multiple rocket launcher is not to be trifled with. Their 
salvos are quite capable of putting down a huge amount of 
damage when they reach their target. Despite lacking modern 
refinements like laser guidance systems, the ability to launch up 
to 40 M-21DF rockets within seconds means anything caught in 
the blast radius is almost certainly reduced to rubble. Being built 
on a truck platform, they are highly mobile and can be quickiy 
deployed and fired before moving to a new location for reloading. 
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■ L KNOW YOUR JARGON ] 

■ I 

Actual 

□ue to the complexitY of communications, chain of command, and 
other factors, commanding officers infrequently issue radio com- 
munications themselves. Instead, orders and intel are reiayed 
by operators to muitiple units simuitaneousty. When a radio 
broadcast is identified as "Actual", it means the commanding 
officer, not an operator, is speaking directiy to the unit. In short, 
your unit is being addressed by the commander directiy, and 
you'd best listen up. 

■ [ KNOW YOUR JARGON I 

, — , 

REDCON 

The Readiness Condition of a unit is broken down into four 
levels (five including REDCQN-1,5] in descending numerical value 
indicating increasingly higher levels of preparedness. REDGQN-4 
means the unit is ready to move out within the hour, but radio 
communications are still kept open. REDCCN-1, by contrast, 
means the unit is fully ready for engagement. The engines are 
running, everyone is at their post with weapons manned and hot, 
communications are relegated to mission-critical, and the opera- 
tion is officially ready to begin. 


After a brief bit of Introspection brought on by homesickness. Miller 
is snapped back to reality by the mission at hand. After a bit of 
brief chatter while the battalion pushes forward, everyone is called 
inside and the mission officially- starts with a bang. 



ENGAGE AND DESTROY THE ENEMY TANKS 



The tank directly to the left of Miller's is hit by a surprise blast, 
revealing an enemy battalion of no less than six rival tanks heavily 
armed and bearing down on the Marines' position. Time to return 
fire and shew these rolling hunks of metal how the USMC deals 
with enemy armor. 






[tip! 




Trial By Fire 

There's plenty of new stuff to manage here in the midst of this 
fight. For one, it provides a crash course on controlling and fir- 
ino a tank at the same time, in the beilv of this beast, zooming 


and firing buttons have been swapped, 
confusing in the heat of a shootout. Th 
extraordinary range allows it to engece 
lithe more than specks on the hcrizo", 
means a hit of trial and error in teadTg 
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■ [ TIP ] 

I " ” — iiir It, I -r I 

Tank Armor 101 

it’s easy to assume that tanks are we!i-armored al! around. 
However, the composite materials used for plating are not only 
expensive, hut heav\'. !n order to outmanauver apposition, tanks 
must sacrifice some protection to allow for mobility and speed. 

As a result, front armor is considerably stronger than the sides 
and especially the back, it's best to try to Hank or even get 
behind around a tank, as their armor is weakest at the back. 

Use this to your advantage bath offensively and defensively. By 
turning into incoming fire, damage is minimized, while shots on 
enemy tanks from the side or back will produce a much more 
rewardinq effect, 

■ I 

Use this knowledge to get an early jump on the pack of tanks by 
firing well ahead of the direction they're traveling in. Every reload 
means a dangerous bit of down time, and tanks aren't especially 
known for their maneuverability. Thankfully, as the enemy tanks 
roll closer, they become easier to hit, but the same goes ter Miller 
and company. Keep moving, especially when the distance between 
battalions starts to shrink. If you don't have to adjust much to hit 
those tanks, they don't have to either. 



MILLER, PUT THE DINOSAUR 
DOWN. IT’S GO TIME. 


II 


After polishing off a half-dozen enemy tanks, radio communication 
is cut short by a pair of T-72 tanks. Follow the on-screen prompts 
to switch over to thermal view to counter these tanks' camouflage 
paint jobs offer and take them out quickly. 



5H0KI 

READY 


■ [ KNOW YOUR JARGON ] 



Say Again 

No military organization will ever use the word "repeat" to con- 
firm a command via broadcast. "Repeat" is used to indicate that 
a previous firing order on a position should be attempted again. 
To repeat a command, the military uses the far less confusing 
"Say Again, " which is meant to overcome possible interference 
during the initial order. 


1 


As the battalion prepares to resume their original run toward Anvil 
Actual's commanded objective, things suddenly get a bit more 
complicated, A nearby camp is laying down a considerable amount 
of explosive rocket deterrence in the batfaiion's path, forcing the 
tanks to stop for a moment while the eyes in the sky are able to 
take a look at things. 
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An umanned aerial vehicle above allows Miller in his tank to take 
3 peek the rocket battery, allowing him to lase the rockets for a 
gun run by close air support. After a little infrared-tinted feedback, 
it's obvious those rockets aren't going to be causing any present 
danger. Time to push forward and into the enemy camp. 



■ [ KNOW YOUR JARGON ] 

I — 

Bingo 

The only thing keeping aircraft airborne is their fuel. "Bingo" indi- 
cates fuel has fallen to a minimum level with enough remaining 
to comfortably return to base. While there are reserves allocated 
for extended sorties, bingo Is usually considered the point at 
which an airborne vehicle should avoid staying out in the field, 
lest they risk dire gravity-based consequences. That incredibiy 
helpful A-10 Thunderbolt has just hit E arTd needs to head back 
to base to refuel. No more convenient gun runs tor Miller and his 
tank buddies from here on out. 

■ I 


The crew inside Miller's tank gears up for the oncoming wave 
by loading in new ammo and spooling up the machine gun turret 
mounted in parallel to the barrel. Aiming through the sights, Miller 
can contend with both ground forces and enemy armor without 
breaking a sweat, easily alternating between cannon rounds and 
rapid turret fire. The enemy camp won't know what hit them. 

■ [ KNOW YOUR JARGON ] 

' HEAT, Sabot 

Modern technology has enabled tanks to adapt easily to different 
combat roles. In addition to offering the ability to operate remote 
vehicles, their on-board armaments can be swapped out as 
needed. These Marines can switch the main cannon between 
Sabot rounds for long-distance targets and High Explosive Anti- 
Tank rounds tor shorter ranges. HEAT rounds have a cavity in 
their nose that allows the full payload behind it to melt a shaped 
charge liner. As it melts, the shaped charge compresses the 
liner into a high velocity “jet" stream of metal that is tunneled 
into a very small area to almost "drill'' into the point of impact 
with maximum force . By contrast, Sabot rounds have a casing 
[the sabot itself, named after a fitting like a shoe] that keeps the 
dart-like depleted uranium penetrator rod centered within the 
wider tank barrel. The casing also provides a larger area for the 
propellant to push against, causing the dart to have even greater 
velocity right before the sabot casingis shirked upon leaving the 
barrel. The friction of this high-speed projectile against the tank's 
metal armor generates spall, metal flakes that are extremely dan- 
gerous to the tank crew within. By moving to HEAT rounds, it's a 
sign that hardened, armored targets will be in very close range. 
Something to keep in mind, perhaps? 

■ I 



ASSAULT THE DESERT ENCAMPMENT 

Push hard and fast toward the camp. Multiple incoming RPG fire 
will make it difficult, but remember that tanks were literally made 
to handle explosives impacts to their front. The Ml Abrams tanks 
Miller's unit uses are capable of laying the hammer down to boost 
their normal cruising speed a bit higher at the expense of valuable 
fuel. Punch up the speed to spill over the berm protecting the 
encampment. Make note of the controls for swapping between 
the main cannon and a machine gun, as both will be needed in the 
upcoming breach. An air strike thankfully takes care of the forward 
RPG threat, but there's sure to be more inside. 



The single biggest threat in this choked series of roads is RPG 
teams. The main cannon is quite adept at turning their positions 
into craters, but opening up the 7.B2 mm machine gun provides 
excellent suppression fire to make them think twice about 
popping out. Deal with RPG teams to the right of the entry point 
with whatever weapon feels right, then roll around to the left to 
unload on the rocket batteries themselves. With the ground forces 
scattering, move on to the next objective dead ahead. 



As the battalion surges across the open plains, they come across a 
mysterious dust cloud — an almost sure sign that there are enemy 
vehicles nearby. Just seconds later, a T-72 is spotted, followed 
by a friend, rolling across the horizon at high speed. Time for a bit 
more tank hunting. 

CHARGE THE RIDGE 

The enemy tanks' seemingly erratic behavior is soon explained 
when four new threats make themselves known directly on the 
Marines' left flank. Engage and destroy all six tanks using the same 
techniques as earlier; lead far off targets more than close ones, 
turn into incoming fire as needed and punch as many rounds as 
possible in to the sides or rear of the tanks. The entire enemy 
battalion will quickly disappear over a ridge, sending Miller and his 
battalion in pursuit. Keep in mind that a tank cresting a hill is at * 
a disadvantage since its main cannons will be pointing skyward 
for a second, leaving the vehicle open to attacks without fear of 
retaliation. A smarter strategy is to roll over the hill at an angle, 
quickly getting the tank onto the downward slope to re-acquire 
targets with speed and precision. 


316 


pnmagames.com 








DESTROY THE TRUCK COLUMN 


A small convoy worms its way across the desert ahead, and orders 
come down to destroy them. Do so at range, switching to infrared 
and waiting for the convoy to eventually stop and spill out a anti- 
tank team heavy with RPGs. They are backed by a trio of enemy 
tanks that should be dealt with quickly before tending to the ground 
troops. Using the directional buttons, switch to the tank's 7.G2 
mm machine gun and take out the RPG crew as they sprint from 
one vehicle to the next to set up for rocket volleys. When they're 
gone, the remaining individual vehicles of the convoy can each be 
destroyed with a single shot from that 120 mm main cannon with 
ease. 



FOLLOW 3-4 ONTO THE HIGHWAY 

After that succession of attacks, the Marines finally get something 
of a break as they discover a surprisingly smooth main road for 
fravel. Follow the rest of the tank convoy, admiring the scenery 
until further orders come in. 


■ [ KNOW YOUR JARGON ] 

I " I 

B-1 

Originally designed to replace the ailing and equally massive 
eight-engine B-52 Stratofortress bomber, the B-1 Lancer is a con- 
siderably faster, more agile, less radar-obvious and more modern 
way of delivering precision payloads in a variety of locales. 

Though its original designs didn't include such now-common 
innovations as smart guided bombs and advanced targeting 
systems, the later revisions of the B-1 have added these techno- 
logical advances to keep the B-1 a critical component of modern 
deployments, 

I I.,.-. j 



FOLLOW 3-4 TO HIGHWAY OVERPASS "ALTER" 

The scope of the conflict's destructive repercussions is made 
readily apparent as the Marines finally link up with the main 
highway. Burning, twisted messes of metal litter the road. Continue 
on mission, following the convey to Alter. When the convoy con>es 
upon an overpass where heightened activity has been observed, 
Miller is ordered to move on ahead to investigate. 
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Push forward until Miller automatically hops out, then charge 
forward to meet up with an engineer from Hatchet Company to get 
the SITREP. Apparently, the unit was ambushed by PER before they 
could properly detonate explosives planted farther up the road. 

It falls to Miller to brave intensive crossfire to retrieve the trigger 
mechanism. 



PICK UP THE TRIGGER FOR THE LINE CHARGE 

Thankfully, Miller can take cover behind his tank escort for a short 
distance. It can't move up all that far, however, so eventually you'll 
have to sprint from behind the tank to a, bit of burning rubble. 
Sprint speedily from there to another burning Humvee to find 
the abandoned trigger sitting on a structure just to the (eft. After 
pressing the Action Button when near to pick it up, retrace your 
steps and sprint back, using the same pieces of cover to protect 
from incoming fire. 



BLOW THE LINE CHARGE 

Head back to the sandbag waypoint and use the Action Button 
again to detonate the mines and dear a path for the tanks to 
push on toward their objective. Head toward the lead tank while 
watching out for incoming fire, and press the Action Button to climb 
into the gunner's seat. 



PROTECT THE TANK 

The roughly straight path directly into Iran's capital seems relatively 
quiet, but it’s actually peppered with multiple' RPG teams and 
plenty of cover for them to hide behind. The .50 cal turret you're 
manning won't cut through the cover, but it can take out a normal 
PER in a single shot. Remember the basics of heavy weaponry: fire 
in bursts, zoom as needed, and ease off the gun when it audibly 
slows to avoid overheating. 


The first rocket troops pop out directly in front of Miller from behind 
some barriers. Another group waifs along more barriers in the 
middle of the road, near a burning bus. Don't bother firing on the 
white car that crosses the road next, but continue to track it until 
more PER run out info the open and gun them down. Past them, 
a group of RPG troops wait on top of a pair of buildings with red 
entrances. Take them out quickly by aiming just above the roofline 
and burst firing as the crosshairs pass over them. 



Another vehicle starts moving on the right, a red van that you most 
definitely can blow up. Keep your eyes peeled for more ground 
troops around the vehicles until coming up on a tank near a gas 
station ahead. Simply shoot the pumps to cause a chain reaction 
that takes out troops and armor in one fell swoop. 

Just ahead and to the right is a small covered building housing a 
couple of PER and a vehicle that can be blown up. Don't spend too 
much time waiting on them; another RPG trooper waits, sandwiched 
between a length of stone blocks and a white house. Be sure to 
take him out quickly to avoid complications as the convoy finally 
arrives at objective Alter. 



■ [ KNOW YOUR JARGON ] 

I • 

V-BIED 

Vehicular-Borne Improvised Explosive Devices like the white car 
that just barreled into 3-3 and turned it into rubble are particu- " 
larly dangerous. They're mobile, pack a large amount of explosive 
material and blend in with other nearby vehicles. It's often hard 
to spot a V-BIED until it begins making a kamikaze run toward its 
target, so keep your head on a swivel to spot them before they 

can do to Miller's tank what they just did to 3-3. 

■ — ■ 
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[ CAUTION 1 

A Chain of Explosive Events 

The first V-BIED rolls 
up from the direction 
□f the overpass, rac- 
ing down Miller's lane. 
Wait for it to draw 
close to maximize 
the effectiveness 
of the .50 cal and 
unload as it crosses 
the threshold of the 
overpass. This is a life or death showdown, so open up that turret 
and let the full force of its firepower come to bear once the car is 
squarely in the crosshairs. At the same time, a pair ot RPG troops 
will take up position around the rightmost car on the overpass. Gun 

them down quickly. 

Another car roars 
up from 3-3's lane, 
but crosses through 
the median to head 
straight for Miller's 
tank. Follow the same 
rules as before: get it 
sighted in and unload 
with everything the 
turret has. If Miller 
fails to destroy it, he and his tank crew are miraculously spared as 
the vehicle careens off to the righffif the tank, slamming into a wall 
and detonating. 


From the same 
direction, another 
car comes barreling 

Be careful not to overheat the turret because another V-BIED crests 
the same hill after the first is destroyed, obscured by the smoke 
of the last car's explosion. Tear into it with everything left in the 
cannon before it can find its target, then quickly swivel left, back 
toward the overpass. 


A final pair of RPG 
PLR take up spots 
near the leftmost car, 
intent on smacking 
as many of their rock- 
ets into the tank's 
side as possible. 

Take them out cleanly 
and precisely to put 
an end to this tense 
showdown at the overpass, 


Move out toward Tehran to link up with India Company for resupply and an even more tense mission in the heart of the captial. 
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UNIT 1st Marine Tank Battalion 

" 3t> y. 

CALLSIGN Sdt. Jonathan Miller 
LDCATIQN Tehran, Iran 
□ATE October 31st 
TIME* ld45hrs Zulu Time 


There's little to do as the battaiion cruises through the heart of 
downtown besides drinking in the sheer ievei of destructive force 
a combined PLR coup and a massive earthquake have wreaked. 
It's not a pretty sight, but Biackburn and his Marines are in 
troubie, and a pair of tanks are just what the doctor ordered. Once 
the tanks move through a choked alleyway, Miller ducks down to 
avoid sniper fire and steer operation of the tank from the safety 
□f the enciosed interior beiow. 
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*As Miller and his fellow Marines make their way 
into Tehran, Blackburn and his squad are already 
there, deeply entrenched in the bank where 
they ve made a grave discovery. If Black and 
company are to survive, they're going to need 
some serious heip from Miller's battalion, which is 
precisely why Miller is heeding the distress signai 
and heading straight for the bank. 
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FOLLOW FRIENDLY TANK 


DEFEND EXTRACTION HELICOPTER 


Keep fairly close to the tank ahead as the convoy turns left, then 
left again, coming underfire from RPG-equipped PLR. One group 
spills out to the right of your tank buddy ahead, while another 
emerges from the rubble to the left. 

MOVE OUT OF AMBUSH 


Another group waits just ahead near the shops to the right. Bypass 
them by simply turning right and charging through those shops 
to find the main drag to the plaza and bank directly to the right. 
Though there are troops here, they don't pose a significant threat 
as long as you keep moving. However, the hostile tank near the 
bank across the street can. Tag it before it reaches its destination, 
it will make this tight a bit easier. 



Switch to infrared 
to get a better 
picture of what the 
PLR armor situation 
ahead looks like. 
Aside from the 
aforementionedtank 
that was coming 
up the left, there’s 
another sitting on the 
right side of the main plaza. As you inch forward, another tank is 
revealed on the main roadway in froqJ.ef the plaza. Take all three 
out as quickly as possible, then push forward toward the bank and 
up into the familiar plaza setting. 


Though the lighting 
conditions may be 
a little different, 
this indeed the 
same area seen at 
the conclusion to 
Operation Guillotine, 
and Black needs the 
Marines' tank support 
badly. As the tank 
rumbles up the steps, it's hit by something with far more oomph 
than a normal RPG, crippling the engines. Miller and his crew must 
fend off the converging PLR with the .50 cal. Get topside and start 
searching tor targets: this plaza isn't going to stay cairn for long. 




DEFEND BLACKBURN 

Things seem calm 
initially. Miller and 
Black have a little 
conversation on 
a private channel 
about the nuke that 
makes the gravity of 
what they found in 
the bank vault that 
much more obvious. 
The Marines have called for a helicopter evacuation, but it’s going 
to take time. There's nothing to do now but stay put, keep your 
eyes open for enemies, and take them out with extreme prejudice. 
As the heli evac’s radio chatter makes obvious, there are plenty of 
enemies dosing in on this position to re'Secure the nuke. Continue 
to lay down fire toward the left near a set of sandbags, to the 
middle (also near sandbags], and to the right near the stairs. 



More PLR swarm the plaza in hopes of stopping the helicopter. 
Given that Miller and his crew are stuck without working hydraulics, 
they have no choice but to continue to push back the enemy 
from their static position. PLR continue to advance from the same 
positions as before, forcing Miller to keep the .50 cal trained on 
those locations to hold them off for 15 minutes until help can arrive. 



■ [ KNOW YOUR JARGON ] 


[ 


QRF 

A Quick Reaction Force is a unit designed exclusively for mobili- 
zation at a moment's notice, and are capable of everything from 
medical to engineering to bomb disposal and more. Except during 
times of intense fighting, QRFs may be kept at a lower REDCDN 
level to reduce the resource burn of being at constant REDGDN-1. 
However, QRFs still operate on the idea that they can respond 
in minutes— in this case, a rather harrowing 15 minutes. If Miller 
and company can just hold out long enough, the tank will be 
back up and running and they will be mobile soon. 


1 


I 



HOLD OUT UNTIL QRF ARRIVAL 

With no means to move out and heavy resistance, a call is made 
to check on support's estimated time of arrival, but it's not looking 
good. Continue to pour on the .50 cal diplomacy while holding out 
for support. Miller and his fellow Marines are literally sitting ducks 
here, so keep that turret hot. Eventually, the conflict will resolve 
itself in a surprising — but hardly welcome — way... 


m m 

1 1 TANK IS IMMOBILIZED, WE ARE 
NOT COMBAT EFFECTIVE! ' 
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A rainy, dark rooftop serves as the introduction to Black's mission 
at hand. After a bit of radio chatter and some misgivings from 
Campo, it fads on Black to snuff out any lights near the landing 
zone. 


UNIT ;1st Recon Marines 


CALLSIGN " SgL Henry «Black" Blackburn 
LOCATION Tehran, Iran 
DATE November 2nd 


DISABLE THE LIGHTS IN PARKING LOT LZ 


TIME D358hrs Zulu Time 


Army of Darkness 

LZ is too bright thanks to those swinging, bounc- 
i| ing lights down below. To snag the Army of Darkness 

Adhisvemenf/Trophy, Black must take out all four lights ^ 
with just one shot each. The key is to aim not for the lights them- 
selves, but their small, conical coverings. Observe the way the lights 
sway and tJounce for a moment before firing, then hold your breath 
and tag the light boxes one at a time. Using breath control here 
to. rintniniize scope sway is absolutely important. Although Campo 
might harp about the timeiine, getting these shots right the first time 
me5ns*ignoring his impatience and making each shot count 


< The bank nuke is secured, but the question of the 

2 third nuke's Ideation weighs heavily on Black and 

3 Campo as they prepare for their next mission. 
Under the cbver of night, the two Marines plan to 

2 assist another team currently en route to capture 
g) Al-Bashir and gain his valuable intelligence. 


INITIAL 

WEAPON 

LOAOOUT 


With the lights out the Osprey is clear to land, and deposits a 
quintet of Marines into the dark parking lot. Though nearly invisible 
to the naked eye, the Marines' body heat makes them quite obvious 
through Black's sniper scope. Track the Marines as they drop in 
and take up position along a nearby wall. 


WEAPONS 

FOUND 

DURING 

MISSION 


■■ :v 
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AKS'“74u4 

KH2D0^ 

AK-47M 

G3A3 : 

87DMGS 






M40A5 
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© [CAMPAIGN] 
// MigM Shift 



CONFIRM COLE'S IR SIGNATURE 


AVOID ALERTING PLR PATROLS 


After using the scope to view Cole's infrared flash, make sure 
Black and Campo have moved to the right side of the roof above 
the Marines. Track their progress as they move to another area of 
cover. 



ELIMINATE LOOKOUT 

A lone PLR strolls out into the balcony of a nearby apartment He 
should be fairly obvious through the scope, but if you're having 
trouble finding him, just track right and slightly up from the Marines' 
position. The clueless PLR lookout will have no idea what hit him... 




RAPPEL TO STREET LEVEL 

There's nothing like running down the side of a building to get 
the blood pumping. After making it to ground level, the mission 
becomes all about stealth. 



Follow Campo through a gauntlet of enemy avoidance, starting 
with crouching by the same car Campo drops near tc avoid the 
oncoming truck. Sprint with him down the street, then duck right 
into an alley and climb over a nearby wall. 

ELIMINATE SENTRY 

Another PLR lookout waits here, but is easily taken out with a liftle 
held breath and a clean shot. 



FOLLOW CAMPO TO ROOFTOPS 

As you push forward, a partrol emerges from a nearby alleyway. 
Wait until they pass, then sprint toward a ladder and climb it to 
another vantage point to help out the Marines below. 



ELIMINATE THREAT 

The Marines down on the ground level cannot do anything until you 
take down the two guards below. Use the scope to locate them on 
the right side of the street, dead ahead. 


" :si' 



Nailing this Achievement/Trophy isn’t especialiy hard. 

like the parking lot fights, there's only one chance 
at it without having to reload a checkpoint. Move as far 
right as po&sible along the roof to get the tw5 tangos nice 
lined up. Then crouch and steady your breath, aiming for the 



front PLR's head. 
Take the shot and 
you'll drop both at 
the same time, as 
the bullet whizzes 
through one skull 
and into the neck 
pf his buddy behind 
him. 


ENSURE THE MARINES CROSS STREET SAFELY 

This is arguably the easiest objective in the game to complete. Just 
keep your eyes on the Marines as they use cover cross and move 
past barriers into the building formerly guarded by those two PLR 
you eliminated. When they're clear, head down the ladder to the 
right. * 
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AVOID ENEMY PATROLS 

There's not much to say about this objective either. Once you and 
Campo are on the ground, a big ol' PLR convoy decides to rumble 
through the rain-drenched streets. Take cover next to Campo 
at a nearby vehicle until it passes. Then fello\w him up onto the 
overpass and back down, heading left into a building to avoid 
further patrols. Once inside, they discover a PLR, necessitating his 
quiet termination. Creep forward with your blade drawn and stealth 
attack him, which leads into a lengthy, and unfortunately noisy, 
death that alerts a PLR patrol. Time to run. 

ESCAPE PLR 


With enemies on your tail, there's no option left other than to 
run — and run like hell. Follow Campo, moving in a serpentine 
fashion to reach a blown-out hole leading down to the sewers. 

After descending, Campo places a charge near the entrance before 
sprinting ahead down the tunnel. Follow and listen for an oh-so 
satisfying explosion behind you. 

REACH STREET LEVEL 


Thankfully, the PLR haven't yet infiltrated Tehran's sewer system, 
but that doesn't mean they aren't close. Listen in on a conversation 
between a few of the insurgents above while making your way 
toward Campo's position by a ladder at the end of the sewers. 
Sharp ears will pick up on the fact that A!-Bashir is indeed here in 
Tehran, which explains the sheer numbers of patrols in the area. 

ELIMINATE HOSTILE SQUAD 



In fact, one of the many patrols is right on top of Black's position. 
This shootout is particularly rough because there's not a huge 
amount of clear cover and the enemies are extremely hard to 
spot. In addition, they appear to be better trained, firing more 
accurately than previously encountered enemies. It's important to 
take note of that from here on out, firefi'ghts will be significantly 
more dangerous. Use either the low wall dividing the street to the 
left or the burning wreck in front to take cover, but know there are 
numerous enemies here. A small group waits to the right of the 
burning wreck, while still more open fire from the mound of broken 
concrete ahead. Take care when acquiring and firing on targets 
here; it can be tough to draw a bead and engage an enemy in the 
same pop-up from cover. These enemies know exactly where you 
are, and they'll alt open tire the second you rise up. Use the old 
techniques from before: pop up, sight an enemy, then drop again 
to recover health if needed. Keep in mind that health recovery 
is tough when using the scope, as the normal blood spatter and 
color-draining effects aren't there. Repeat to take out all threats and 
move forward. 


REGROUP WITH MARINES 


□ kay, so Cole has a bad habit of broadcasting very obvious, clear 
landmarks over open radio waves. That makes him something 
□f a bad CO, but it also means the support Black and Campo so 
desperately need is at least in a clear place. Time to head there, 
but not before getting a peek backstage tor Miller's execution video. 



Though the mood is somber, Campo and Black can't afford the time 
to mourn. A PLR group makes a ruckus heading up the steps on 
the other side of the room, through the windows. Follow Campo's 
lead and drop to a knee in preparation for the enemies coming up 
the stairs. Campo is covering the left, so concern yourself with the 
enemies that spill in to the right of the large pillar in the middle of 
the room. They'll take cover behind that column and an overturned 
desk to the right, so quickly snap your crosshairs to the targets 
and fire. Move to the left to take cover behind the door as needed. 
Look for flashlights to betray enemy positions when tiring back. 
Keep a watchful eye for grenades: there’s little room to maneuver 
away from their blast radius that isn't compromised by those open 
windows. When it's all over, follow Campo down to ground level 
and the mail's entrance. 



Cole could use some pointers to improve his motivational 
speeches. Fie actually menf/ons the possibility of things turning out 
poorly as you move through the mall, but at least he's right about it 
being a good place to fall back. Push onward with the other Marines 
on the way to capture Al-Bashir — alive, as Coie insists. 
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REACH OVER WATCH POSITION 

Follow Gampo to a sniping spot where he and you can offer a bit 
of cover for Coie's squad that's about to turn a smali apartment 
complex into a wanzone. This is not going to a be a quiet or easy 
op, so stay frosty. 

COVER MARINE ADVANCEMENT 

The squad comes to a sudden stop due to a PLR that doesn't see 
the group just yet. They move in from a structure to the right that 
Cole calls a "playground". Mark this as a paint of reference as it'fl 
be one of many places the PLR will mobilize from. 

Cole's Marines stack up on wall below the main apartment complex, 
then push forward. Matkovic grabs a fellow Marine and plays 
babysitter while Cole's squad punches into the apartments from 
the ground floor. 

DEFEND MISFIT 1-4 
I TIP) 

Night Vision 

From your elevated position and with an infrared scope, you'] 
capable of quickly finding and dispatching the PLR that will race 
to the defence of .Af-Bashir. Campo v/il! call out positions that 
should be kept in mind, The playground you aiready know about; 
however, there are more struictures just up and to the right of 
that entrance. Ground level shows .gnemies In the pa-i-king lot 
straight ahead, but also on the walkways leading into the apart- 
ment complex from the playground. 


rp 


PLR almost instantly starts flowing in, both around the same 
outside wall that Cole's team stacked up on before the parking lot 
and another, low wall just inside the lot above. To make matters 
worse, your position is compromised fairly early on by PLR that 
will fire on your position from the various levels of the apartment 
complex itself. Keep sweeping with the scope to spot their heat 
signatures and take them out as fast as possible. There's no core 
strategy here beyond just finding and eliminating targets as quickly 
as possible, with the priority being those in elevated positions 
that can actually hit you and Campo. Whenyou need to take cover, 
scoot right to hug a bit of rubble before popping back out to take 
□ut more tangos. 



After Cole breaches the second apartment, things really go to hell. 
PLR know you’re there and have positioned enemies on the roof of 
the building near the playground entrance. Deal with them quickly 
and cleanly before moving your sights down to the parking lot and 
playground, which are quickly erupting into a firefight. 


A truck will roll in from the leftmost street, deploying even more 
PLR into the area. Take your time here and pick them off as best 
you can, but the playground nearby has plenty of threats, too. 
Stay calm and imagine being at a carnival shooting gallery. Scope 
targets, pick them off, then quickly sweep over to other areas 
where known PLR will group. There's the same low wall as before, 
the exit from the playground and the entrance of the parking lot 
now invaded by more PLR. Cne shot, one kill. Take your time and 
pull out of scope view every so often to make sure you're not in 
dire need of cover. 

An RPG PLR shows up atop the apartment complex the root when 
enough enemies have been downed. He can actually be taken out 
from between the areas of cover to the right of the normal, open 
sniping position. From here, it's also possible to gun down more 
PLR that are taking positions near the walls leading out of the 
playground. Eventually, Cole will scream about Al-Bashir making a 
break for it. No more sniping for you. 

STOP HVT'S CAR ESCAPING 

Follow Campo back to the right, sprinting over rooftops until you 
can both drop down to the street level below. A slo-mo event lets 
you tag Al-Bashir's car as it escapes, causing the HVT to swerve 
around a corner and crash, allowing you and Campo to scoop up 
the terrorist. 



SECURE HVT 

Ai-Bashir is immeasurably more valuable alive than dead, and a 
wrecked car is a precarious place to leave him in. Sprint over to the 
wreck of his vehicle and grab him with Campo before attempting an 
extraction back near the start of the mission. 

HOLD OFF PLR ATTACK 

PLR are absolutely swarming your position, intent on bringing their 
leader back. Crouch near the low barrier next to Al-Bashir's wreck, wait 
for Campo to carry the HVT toward the open doors on the opposite 
side of the road, and then sprint to meet him there. The PLR in the 
streets are nothing if nof numerous, making this a textbook target-rich 
environment. Grab a spot near the door and open fire on anything 
foolish enough to have a light. Use your scoped rifle if finding targets 
is difficult, as the PLR tends to group near cars for cover. After you 
dramatically increase the number of PLR that are KIA, Campo eventually 
radios that he's found a good place for the weakened Al-Bashir. 












REGROUP WITH CAMPO IN RV POINT CHARLIE 

Head back through the darkened ground floor of the mall and up 
an escalator to rejoin Campo in a small shop riddled with debris. 
Al-Bashir is not doing well, and certainly won't last long under the 
current conditions. He's weak, barely conscious and the PLR are 
moving in. Time to make a stand. 

DEPLOY DEFENSIVE PERIMETER 

The first priority is to use your best judgment in deploying claymores 
where you anticipate the enemy might show up. This Isn't exactly 
an easy task with so many points of entry, and the clock is ticking. 
Throw down claymores near the top of the elevator entrance and 
position the remainder down the corridor where you've taken up 
position. Place one near the planter about halfway down the hall and 
another at the far end, near a bit of cover to the left, then high-tail it 
back toward the room where Al-Bashir waits, slowly dying. 


PRIMA Official Game Guide 





■ [ CAUTION ] 

I " " I I n . 

The Waiting Game 

This will be the single hardest part of the Campaign, and there's 
no clear strategy here beyond "shoot them before they shoot you." 
The first wave of PLR will make their entrance from the door you 
dashed through just a few moments ago, Look down the escala- 
tor and toward the door to pick off targets with your sniper rifle as 
they move in. At the same time these grunts move in, another team 
will blast their way in on the floor below, hidden by fhe escalator 
system and some walls. Take your time here, picking off the glow- 
ing bodies of troops as they move behind a long planter, behind a 
column to the left and a car down below. Take care to watch for 
enemies that will try to move up from below and to the right. They 
tend to take cover near the railings below before charging up the 
escalator, so be ready with a quick shot to their torso if they do so. 


After the first wave 
on the ground floor, 
another will breach 
the floor you are 
on and will begin 
moving in from the 
far end of the mall. 
Thankfully, they are 
slightly tunneled by 
the walkway leading 
from their side et the floor to yours. Take extreme care in dealing 
with these enemies, as they fire from the opposite side of the mall 
and can hit you even while you're crouched. Wait for the PLR to 
move up fhe hall toward you before taking them out. It's important 
not to stray out of the room with Al-Bashir. Not only does it provides 
ample protection from enemies outside, but some PLR can sneak 
by you if you aim down toward the back side of the mall. Look for 
telltale flashlights that appear at close-range and gun them down 
rapidly. Failure here means restarting this whole sequence again, 
right down to placing the claymores. An Ammo Crate just outside 
the room provides critical refills your survival will be depending on. 




Clearly, your position has been compromised and it's time to 
relocate. Gampo hefts Al-Bashir's slack, weakened form and carries 
him to a secondary position in the mall. Follow him into a shop 
across the very walkway in which you just gunned down seem- 
ingly endless waves of PLR. While he does, a series of explosions 
too close for comfort are heard as the PLR breach deeper into 
the mall. Despite the promise of an extract chopper on fhe way, 
things are quickly going from bad to worse. Make sure you have a 
weapon with a infrared scope on hand, like your sniper rifle, and get 
prepped for another battle from this new room. 


t 



Although it's certainly a factor, the threat this time isn't so much 
the PLR on your current level as much as the troops on the up- 
per levels. Peek out from behind the bookshelf in this new room, 
acquire them, then duck back into cover. They're fixed in their firing 
positions, so it's most important to get your sights level with where 
they are first. After lining up the shot, duck back into cover, peeking 
out to take them down one by one during lulls in their bombard- 
ment. Keep an eye out for forces on your level, too. Some hostiles 
will descend the escalator nearby to make things complicated, so 
go slow here. Fix a target, take cover if needed, then dispatch them. 
The sheer number of enemies and their skill at drawing a bead 
means this is incredibly difficult on normal levels, and lethal on the 
hardest one. 



After whittling down 
the PLR numbers, 
Campo gets the call 
that the extraction 
vehicle is here. Only 
one problem; it waits 
outside with a sea 
of hostile opposition 
between here and 
there. Gun down as 
many targets at the far end of the mall as possible while staying 
alive, then let Campo do his thing. Even more PLR move in behind 
him, and sprinting to the exit will only end in a fatal hail of gunfire. 
Instead, try to push forward from one bit of cover to the next, 
making note of all the enemies to your right flank and those above. 
Push or sprint to the main, central planter before dealing with the 
immediate threats above. After eliminating them, catch your breath 
and recover health before sprinting out and around the planter, 
then right back through the exit from this mall. 


□D NOT charge out 
ahead despite the 
enticing attraction 
of the helicopter 
rescue. You must 
supply covering fire 
as Campo brings 
the VHT into the Os- 
prey's bay. PLR will 
assault the LZ from 
above with RPGs that can bring things to a swift end. You will have 
to restart the whole section fallowing Al-Sashir's recloation over It 
you die. Hold them back until things have subsided for a moment, 
then sprint like you've never sprinted before toward the bay of the 
VTOL. Once inside, things become just a bit more clear as Faruk 
Al-Bashir explains the seemingly cozy relationship between himself 
and Solomon, 

I 
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What starts as a rjownright tranquil trek through a small Iranian 
forest quickly turns dangerous as the convoy comes under fire 
from RPGs and ground forces alike. 


UNIT 1st Recoil Marines 


ClrLUSIGN 
LOCATION 

dM-e 


TIME 


Sgt. Henry "Black" Blackburn 

' ' K! ‘ ::: 

Araz Valley, Iran 
November 9th 
DBIDhrs Zulu Time 



REPEL ENEMY ATTACK 


■ B 

ii 





^ Black is on the tail of a Russian arms dealer by 


(Sh 

Zl 


the name of Amir Kaffarov, who may have helped 

H:' 

in 


CO * Iran, If there is to be any hope in finding Solomon, 


z 

a 


it must start with using Kaffarov to track him 


to down. With Al-Ba shir dead, the Marines are out of 

tJIJ ■■ 

^ optiaris. 


THIRTY FOUR MINUTES. I'VE 
BEEN ALSEEP FOR THIRTY 
FOUR MINUTES. DRINKING A 
VANILLA MILKSHAKE. DOES 
THAT MEAN SOMETHING? 


II 




" INITIAL 
WEAPON 
LOADOUT 


M1BA3 


SMAW 


WEAPONS 
FOUND 
DURING 
’ MISSION 



AN-94 
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■ [ CAUTION ] 

I 

Forest Fire 



One would cer- 
tainly be forgiven 
for thinking this 
is just another 
routine ambush, 
but these skilled 
enemy marks- 
men demonstrate 
more extensive 
training than most. 
Immediately grab cover behind the uprooted tree next to a fellow 
Marine. Duck safely under cover of the tree mots in response 
to incoming fire as the enemies here are extremely lethal, A few 
tangos can be eliminated by poking out behind the roots' right 
side. One takes up a position near the trees to the right, while 
another grabs cover near the burning wreckage of the first part 
of the convoy. 


Still more enemies wait to the right of the roots, but trying to fire 
around the Marine here is problematic at best. The wall of rocks 
to the left can provide cover, but only when you're absolutely 
flush. Although the outcropping might seem safe, it's vulnerable 
to flanking fire from the right. Pick off these enemies one at a 
time and take the time to recover your health fuily before expos- 
ing Black again. The hostiies are incredibly hard to spot, forcing 
you to rely on their muzzle flares to give them away — which 

When the first 
group is taken care 
of, push forward 
but don't make the 
mistake of staying 
in the open. More 
enemies pour in 
ahead, and one 
of them has an 
extremely deadly 
RPG. The bulk of the threats will take positions on the left side, 
but make the RPG bearer the absolute priority. These troops' 
superior aim means even the splash damage from an RPG can 
force you to start this whole fight over again. Take out the RPG 
by moving up and crouching or going prone behind the rock 
just ahead of the uprooted tree. There's a slight ledge created 
by some earth ahead, but this should be considered a fall-back 
position rather than somewhere to fire from. The threats to 
the right aren't of significant concern, but there is a clump of 
enemies waiting on the left side of the road that might be hard to 
spot without crossing over to grab cover elsewhere. Take things 
slowly here; nobody needs to hear about vanilla milkshakes more 
than once. 

■ « 


often means they re firing at you. 





INVESTIGATE 

□n the plus side, these aren't PLR, The bad news? They're 
Russians, and that means the opposition is going international. 
Follow the rest of the squad up the path and back toward some 
semblance of safety. 



be so hasty in following the on-screen waypoints. 
It's easy to miss the opportunity to pull dog tags off 
a Russian soidlers and earn an easy Achievement/ 
Trophy, so explore the forest just a bit before rejoining the rest of 
the squad. 



REPEL ENEMY ATTACK 

The firefights ahead are unlike anything seen thus far. The sheer 
numbers of parachuting Russian forces are staggering to say 
the least. Stick to cover on the way down the hillside to confront 
the troops here. There's no real strategy beyond simply thinning 
their numbers. Push forward and gun down some targets, making 
sure to push up as the waypoint indicators change. Eliminate the 
tangos that take up positions behind cover ahead. Trying to gun 
down every Russian streaming into this battlefield is a foolish 
and possibly costly idea. Focus your fire on the forward operating 
enemies nearest Black's position. Continue to lay them out as 
efficiently as possible, moving up when the situation presents 
itself. Take care not to find yourself behind cover that can be 
easily destroyed. As a general rule of thumb, if it's metal, it's 
cover — at least until the softer stuff surrounding it is removed by 
heavy gunfire from those mounted turrets, leaving only a metallic 
skeleton. 



After putting a sufficient dent in the enemy troops, a pair of 
mounted machine gun vehicles will show up. Their gunners are 
extremely dangerous, and must be taken out as quickly as possible 
via headshots. Once both are removed, the unit can regroup and 
figure out their next move. 

With no other options, the unit proceeds onward and presses 
forward. The series of walls ahead are good place to drop to a 
knee and gun down as many enemies as possible — at least until 
they bring those god-forsaken turret vehicles into the picture, They 
present a significant threat, but they're nothing compared to the 
armored vehicle that rumbles in. Use the directional buttons to 
swap to a proper anti-tank weapon and lay the rumbling beast out, 





328 


pnmagames.com 
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SMAW 

A Shoulder- 
Launched Multi- 
purpose Assault 
Weapon is far 
more than just 
a means to take 
out some enemy 
armor. Designed 
to be a bunker 
buster as much 
as an anti-armor weapon, the SMAW is capable of taking out 
both hardened structures and vehicles alike. Unfortunately, its 
limited capacity here means it must be deployed to fake down 
something quite mobile and present. Once the armor has been 
removed, take out any remaining tangos and push forward 
^ toward another conflict. 

The enemy heavies might be taken care of, but this new group of 
enemies is nothing to scoff at. Use the nearby rocky outcropping 
to go prone when in need of cover and eliminate every single 
enemy in this small camp. As they are taken out. a massive tower 
in the distance comes crashing down, snapping cables and no 
doubt causing considerable damage to those underneath is baleful 
shadow. 




Charging down the road, another conflict erupts near a set of 
silos near a farm. The Russians here are relentless, but clear them 
out and push into the farm-like area ahead to quell their numbers. 
More occupy the neighboring areas to the north and northwest, so 
proceed slowly. Stick to cover and eliminate any hostiles that try 
to charge in. Push forward on your own if need be to hit the next 
checkpoint. 



Before the unit is in the clear, a pair of the same armored BMP 
tanks seen earlier decide to make things more complicated. 
Thankfully, you're well-equipped. Bust out the SMAW when near a 
reliable piece of cover Black can go prone behind. Pop up and send 
a few shots apiece into those would-be dangers. 


• [CAMPAIBN] 

// Rock end a Hard Place 


Follow the group toward a series of low cover near a car. Take your 
time here eliminating threats and moving up as cover provides; it's 
about to get far more explosive... 



After some vocalized objections from Campo and Montes to the 
current op and its overwhelming odds against the Russians, things 
get far more pressing. A jet fighter shows up, all too ready to offer 
some serious air-to-ground complications, Sprint as fast as possible 
to assume position beside Cole for the time being and get ready to 
run for your life as the plane circles for more strafing runs. 

The first buzz is simple enough to avoid. Sit next to Cole near the 
pipe for moment while the plane flies overhead, then begin making 
sprints toward the bridge. Behind you lies another pipe and the 
next piece of cover. From there, advance to the flipped car on the 
left side of the bridge, and then into an open cargo container. After 
the plane crosses again, head out and sprint toward safe cover 
behind the destroyed ARC farther down the bridge. When the plane 
makes another run, sprint toward the burning wreckage at the end 
of the bridge in search of a way to take down the plane. 



SEARCH THE GROWLER WRECK 

Sprint forward toward the objective while staying mindful of the 
plane's position. Eventually the location of the anti-air ordnance will 
be revealed. 


GRAB STINGER AND TAKE OUT SU25 


Scoot around to the side of the vehicle and hold the prompted 
button to grab the missile. 



Float like a butterfly... 

like Achievements/Trophies in the past, this one is for 
ail the marbles; a one-shot assault on the plane currently 
buz^ing-you and your friends. The difficulty comes in 


getting a hard lock on the plane. If you try to get a lock as the plane 


’ is" flying' away, you're guaranteed to lose it as it's jet turbines carry 


it tjff in to the distance, instead, take a hard stand amidst the wreck- 
age of the Growler 
Black retrieved the 


rocket from. Turri 


and wait for the 



plane to come into 
range, get the lock, 
and then let loose, 
watching the missile 
find its target far off 
in the distance, 


After all that fighting, this mission comes to a tragic and violent 
close. Let the memories and accomplishments of those that died in 
the line of duty live on in our hearts and minds. 
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UNIT 

CALLSIGN Oimitri "Dima" Mayakovsky 
LOCATION Araz Vailey, Azerbaijan 
DATE November 9th 
• TIME D83Qhrs Zulu Time 
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Dima and the GRU have precious little time left to 
reacquire and secure the nuke or risk an interna- 
tional incident over presumed involvement with 
Solomon. Even as Blackburn is crossing the valley, 
Mayakovsky plans to drop in on Kaffarov — literally. 
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In the dim red glow of a cargo plane's belly, Dima and his friends 
check each ofher's equipment and set their height sensors in 
preparation tor the drop. After a few moments, Dima punches a 
button and the back of the plane opens. Looks like you're taking 
the express route down to Kaffarov's compound. When the green 
jump light comes on, take up a position alongside the supplies and 
push the whole thing right out the back before joining it in a thrilling 
free-fall. 


ASSAULT BATTALION IS 
CURRENTLY DESCENDING, 
NOBODY LEAVES DR ENTERS - 
THE VALLEY. 
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//Kaffarov 









31 

GicS 


/ 3?2 


HALO JUMP 


[ KNOW YOUR JARGON ] 


HALO 

When your objeC' 
tive is getting 
boots on the 
ground stealthily, 
there's nothing like 
a High Altitude- 
Low Opening jump. 
They are designed 
to deploy units at 
e)ctreme altitudes 
with minimal exposure to the plane and jumpers, who often 
require oxygen masks due to frie thin atmosphere. HALO jumps 
typically involve pulling the parachute ripcord very shortly before 
pancaking the ground. This minimizes the risk of being spotted by 
cutting down on the time spent slowly gliding downward. Despite 
the relative safety of the insertion altitude, the rapid change in at- 
mospheric pressure can have the same effect as divers get when 
ascending too quickly: the bends. As Dima and crew are racing 
the clock to find Kaffarov before the Americans, they've set the 
altitude to puli the cord at a gut-wrenching 500 feet. 


After tumbling earthward for a few moments, enjoying one hell of a 
view, listen for a steady tone and qge the Action Button to pull the 
ripcord. Once on the ground, stick close to the rest of the team and 
push onward through the forest. 


The canister that was pushed out of the plane along with Dima's 
crew was a weapons drop, a canister with serious firepower that 
will make getting into Kaffarov's villa much easier. Unfortunately, 
as you'll discover when following the other GRU operatives, the 
canister has been discovered by a small group of Russians. When 
your buddy drops to a knee next to a small mound, follow his 
lead but scoot around the right side to get a good firing position 
on the enemy below. Listen for the count to coordinate with your 
teammates, then simultaneously open up with small, quick bursts 
into the crowd. The idea is to eliminate as many of these curious 
grunts in the opening salvo as possible. The moment the small 
group is fired upon, their friends near the cars to the south will 
quickly return fire. Carefully drop down and open the ammo case to 
procure something a little beefier than your starting weapon. 


ADVANCE THROUGH POOL HOUSE 

A guard waits at the top of the stairs, alerted by the sound of 
the doors opening. Gun him down, then head up the stairs and 
immediately take cover near the stone wall ahead rather than 
one of the vehicles. The reason becomes clear just seconds 
into this firefight; a RPG trooper up on the hill fires down at the 
cars whenever Dima takes cover near one. Pick off the RPG from 
your current position behind cover before taking aim at the many 
troops nearby. They have no qualms about tossing an abundance 
grenades, so don't be afraid to return the favor Keep pushing up, 
gunning down more enemies as they spill out of more SUVs, but 
keep an eye out for more RPG fire as you push forward. Slip into 
the small channel near the wall on the right side of the road and 
take out the tangos up above before pushing on. 
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The enemies near the car can be surprisingly deadly thanks to 
their shotguns and eagerness to lob grenades right into whatever 
cover you're currently using. Grab cover behind the smallish rocks 
closest to the vehicles. Either pop up just long enough to find a 
fargef or scoot slowly around the rocks themselves to get a good 
firing position. Polish off the last of the threats before looking 
toward the vehicles themselves as a way In. 


INFILTRATE KAFFAROV'S VILLA 

Hop in to the SUV's back seat on the driver's side and sit back 
while enjoying the privacy provided by the car’s tinted windows. 
Once inside the compound, get ready for a serious show of 
resistance. Wait for the button prompt, then pull the trigger on the 
guard standing just outside the window and slip out of the vehicle. 


The door to the control room is forced open, allowing the team 
to split up. Punch the switch on the wall to open your door and a 
sliding door for the other two GRU operatives. 




- .-.l 
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Your BRU buddies move up quickly, taking cover near another 
series of walls and firing on the hostiles running down the hill. 
Although they mention a pipe nearby that can be crawled into to 
flank the enemy, it's possible to just wait out the firefight here, 
pushing up as your teammates do, though it's not nea riy as sneaky 
or interesting as using the pipe to flank enemies. Regardless, 
continue pushing toward the pool house. As Dima and squad near 
the house, they discover the garage door is sealed shut and take a 
detour to the front door. After entering, your teammates will stack 
up near one door, while you can take the one leading to the garage. 
Just as you breach, a guard tries to overpower Dima who shrugs 
the attack off without incident. 

After Dima and the GRU bound up the stairs onto the pool house's 
roof, another group of tangos opens fire from Kaffarov's main villa. 
Deal with them easily using a scoped weapon with an infrared sight 
like the AEK-971 dropped by the guard in the garage below. Stay 
low behind the planters here on the mot and pick off the enemies 
one at a time before moving up with your two buddies when the 
opposition starts to puil back. 

Their retreat wasn't a concession; snipers spill out onto the roof of 
the villa, and shouid be taken out as quickly as possible, Continue 
to counter them with the infrared scope. The snipers come in 
waves, and can set up on the upper-most fleor as well as the 
roof, so keep that scope moving to find the next target. Once ail 
threats have been eliminated, it's time to move into the villa and 
find Kaffarov. Before moving on, keep the sniper rifle and swap 
out your other weapon with one of the DA0-12s laying around. The 
combination of short-range stopping power and infrared scope 
□n this drum-fed semi-automatic shotgun is too useful to be 
Dvertooked. 


CAPTURE KAFFAROV 

The second the trio nears the front door, all heli breaks loose. 
Enemies try to push in from the left side of the room, so direct 
Dima's shotgun spread to quickly take out the two guards on the 
right. Flank any remaining enemies that are still engaging your 
buddies near the front door. When all hostiles have been cleared 
out. take a multi-story approach to tracking down Kaffarov; Dima 
heads up the stairs while the other two deal with ground-level 
threats. A single guard waits at the end of the hall after heading up 
the stairs. Take him out. then move into the next room, keeping an 
eye out tor a guard that's standing on the deck. If he retreats to the 
adjacent room off the deck, just take him out through the windows 
before he can draw a bead. An Ammo Crate is your reward, as is an 
empty set of hallways for the rest of this upstairs trip. 

After heading back down the stairs ahead to meet up with your 
buddies, swing around the corner facing the sunny deck outside 
and gun down a few more guards in the room ahead. The staircase 
leads up to an even sunnier pathway, but there's a hidden danger 
lurking here, so proceed slowly. 

[ CAUTION I 

" I 

Racket-Propelled Surprise 

The second Dima makes it up the stairs, an RPG Is launched 
directly at him. Whatever yeu do, don't stay in the open. Use 
the metal framing of the windows as cover it needed, or try to 
snipe the RPG troops from the stairs. An RPG to the face means 
having to repeat this entire villa shootout from the front door 
checkpoint, so proceed slowly. The RPG fire is coming from the 
□ppcsite side of the house, from behind a small bar. 
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Once the room is clear, your buddies will stack up on the door and 
wait for you to breach. Unfortunately, there's another surprise 
waiting on the other side: a shotgun^armed grunt blows holes in the 
door when you draw near. Keep clear of the line of fire while Kiril 
tosses in a grenade the team breaches the room. 



There are quite a few enemies in this darkened room, which makes 
having an infrared scope that much more important. Drop to a knee 
to use the many couches here for some cover, then sweep the 
outside of the room to take out as many guards as possible. Head 
up the stairs and watch the left door at the end of the room for a 
surprise guard. The other two squadmembers will stay on the lower 
level, leaving the upper floor all yours. The door on the right leads 
out to another set of furniture being used for cover. Eliminate the 
guards up here before helping your buddies below to avoid being 
tagged in the back while providing support. When all the guards are 
dealt with, head downstairs to regroup. 



Head info the red room, restocking on supplies at the Ammo Crate 
as needed. This is it, the final push toward the fleeing Kaffarov. 
Head down through the blackened corridors before turning Jeff into 
a long hallway absolutely swarming with enemies, Infrared scopes 
are invaluable here, particularly on a sniper rifle. But in a pinch, the 
enemy's own flashlights can be used to target and take them out 
befcre they can fire. Move up slowly, using the columns as cover 
while eliminating as many enemies at long range as possible. It's 
extremely easy to get flanked or to have cover blown away, so 
move between cover often and don't be afraid to go prone behind a 
buddy to recover health. 



One of your comrades will kick open a door revealing a room 
beyond bathed in flames. There's no point in trying to push through 
this area; the two lethal machine gunners laying down fire at the 
tar end are protected by a wall. Instead, follow the waypoints 
downstairs into a training area. This low-light section is filled with 
automated targets and hidden guards with laser sights that will 
blind if pointed directly at Dima's face. Move from room to room 
slowly, thoroughly eliminating each area's threats before moving 
on. Be mindful of enemies that can appear on the upper catwalks. 



While moving through this little practice range, don't 
forget to stop and headshot all of the automated 
targets in here for an easy reward: the Practice Makes 
PerfecttAchlevement/Trophy— just don't forget to concentrate on 

any enemies that 
might be in the 
room first Traverse 
the whole course, 
and don’t be afraid 
to head upstairs to 
make sure you’ve 
tagged everything 
before moving on. 



After dealing with the threats in the firing range rooms, head up 
the stairs to confront a few more guards in the room beyond 
the glass door. Inside wait the two machine gunners from that 
long, fiery hallway where your buddies have been waiting for you 
to flank the protected gunners. Gun down all the guards in this 
room to open the way for your friends to regroup before pressing 
onward. One of your GRU teammates will kick open a door leading 
to another staircase revealing a few guards at the top. Rush the 
staircase, unloading on any tangos as you push through the fire 
and explosions. At the top of yet another staircase wait a few more 
guards, but they can be taken down in a similar fashion as the last, 
especially if you're still rocking that DAO-12. Gun them down, then 
head for daylight. 

Kaffarov is getting 
awayl Sprint toward 
the helicopter and 
press the Jump 
Button to grab onto 
one of the struts 
before the chopper 
can fully lift off. A 
simple Quick Time 
Event plays out, 

revealing an awesome mid-air bail-out and some parting words of 
disappointment 
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THE GREAT DESTROYER 


VITAL STATISTICS 


I UNIT 1st Recon Marines 

[ CAtLSiBN Sgt Henry "Black" Blackburn 

LOCATION Long Island, USA 
PATE November 14th 
TIME 1755hrs Eastern Time 


> 

a, 

< 

X 

X 

CO 

z 

a 

Si 

» 


This is it. This is for all the marbles. If the two 
government morons that have been grilling 
Blackburn for hours won’t listen to the evidence, 
Black will have to deal with matters himself. 
Solomon is not going to do to New York what he 
did to Paris, not while this Marine is still breathing. 


INITIAL 

WEAPON None 
LOADOUT 


WEAPONS 

FOUND 

DURING 

MISSION 




— yt- 

UMP-45 

M1D14 

AK-74M 


. 



1 


AKS-74U 

MP7 

SAIGA 12K 


>'■ .s I 2. 


When the interrogators return, wait for the on-screen prompt to 
take the first one out, then help Montes out with his captor. When 
both are down, head for the door, then out into the hallway. 



JUMP OUT THE WINDOW 

With more misguided fools coming, there's no other option than to 
crash through the window at the end of the hallway. Sprint toward 
it and press the Jump Button when you get near for a spectacular 
escape. 
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REACH THE STREET 

No time to dawdle, now; there's automatic gunfire behind you and 
a train that's right on time. Follow Montes up the stairs, then head 
down and toward the waypoint marker, watching for traffic. 

REACH THE TRAIN 

This should all look rather familiar by now. Just make a bee line for 
the objective and wait for the train to arrive. 

JUMP! 

When the train draws near, press the Jump Button to vault over 
the railing and onto the speeding cars below. 



GET TO THE ENGINE 

You ever get the feeling you've seen all this somewhere before? 
Yep, this is the very first level all over again, but this time, things 
aren't going to end so abruptly. Gun down the masked men as 
soon as you're given control of the situation, then repeat the 
process you did all those hours ago: duck under the rubble, push 
through the second car, pick up a shiny new weapon, loss it to 
a guard, leap to the next train car, gun down the enemies at the 
top of the train, jump back down, unload with automatic weapons 
fire through the next few cars, then, finally, reach the door where 
Solomon is waiting with a guard. Time to make things play out a 
little differently. 

SECURE THE DETONATOR 

Press the Action Button to kick off a scripted sequence that will be 
all too familiar. The unsuspecting guard is ambushed, then Black 
is ambushed and a Quick Time Event plays out. Follow the on- 
screen prompts, fighting off Solomon and taking his guard hostage. 
Commit to taking this terrorist down via any means necessary, 
even if that means doing yourself in in the process. 


YOU'RE GOOD, SOLDIER. 
YOU'RE GOOD. WHAT'S NEXT? 
I'M NOT AFRAID TO DIE. 

HOW ABOUT YOU? 















CHASE DOWN SOLOMON 

When Black comes to, Solomon has already gotten some ground 
on him. Groggily grab the AKB and gun down the guard in the same 
car, then move forward toward the fleeing Solomon, stopping to 
pick up the MP7 dropped by the guard. Its night vision scope will 
be invaluable in the minutes to come. Down below, a tango is busy 
pulling his buddy to safety. Though they can't be hurt until the 
injured man is put down. Black can drop in on them by just edging 
close to the hole. Be extremely tactical in this and every fight 
ahead; grab cover quickly, pop out only long enough to acquire 
a target, and unload with quick double-tap bursts to make sure 
enemies are down before moving on. 

This first room has multiple enemies with laser sights that will blind 
Black if he catches them in the face. On top of that, flashbangs 
and frag grenades are being thrown like they're going out of style, 
so keep an eye out for the next bit of cover that can be run to, and 
check your six for enemies that might be hiding on the other side 
of a piece of cover as you move up. When the tunnel is cleared, 
push onward toward a small, watery lip that must be climbed onto, 
kicking off another fight. 



Immediately run for cover, grabbing the slab of stone on the right 
side of the canal. Move quickly here, peeking out long enough to 
take down a tango before ducking back into cover and making sure 
to watch for grenade indicators. When the enemies in this room 
have been taken care of, check your mags, take a deep breath, and 
move slowly up the stairs. 

■ [ CAUTION ] 

Barrel o' Laughs 

The goon waiting up these stairs is ready for you. He'll kick down 
a flaming barrel that will explode if it touches Black or is shot, 
so back away, letting the barrel roll out into the waterway below. 
Get some distance on it and detonate it to prevent an untimely 
end to this chase, if you die at any point during these battles, 
you'll have to do them all over again, starting with waking up on 

the crashed train, so be methodical here. 

« ■ 
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Past the flaming barrel and guard is a short ladder leading into 
another waterway and an inviting ladder. Head up it to kick start the 
final moments of Biackburn's valorous pursuit of Solomon, 


Between A Reck end a Hard Place 

This Quick Time Event sequence is the last In the 
: game, but it carries a heavy burden: you can't mess up 
a single button press during this knock-down, drag- 
out fight or the Trophy goes bye-bye [though you can always try 
restarting Jhe checkpoint], Thankfuliy, the same buttons used time 
and timepgain throughout other QTEs, so take your time in making 
stJre you’re pressing the right button, then beat the shit out of this 

terrorist scum and 
save 

Yorkers iook on 
^Hi with no idea of the 

bravery Sgt. 
Henry Blackburn has 
just 
But 
you're 


Black can only watch as Solomon piles into a white SUV across 
the street and begins to escape. From out of nowhere, Montes 
comes through with a "borrowed" cop car and gives chase, headed 
straight for Times Square in the mother of all chase sequences. 
Evenfually, Montes is able to catch up, allowing Black to poke 
his head out the window and take some pot shots at the SUV. 

Aim for the tires while unloading on the vehicle, and eventually a 
spectacular crash will play out, with Black and Solomon left in the 
open streets to slug it out. 



















BATTLERELD 



I 


ki 



- ,-f ?C7-*r 




I 
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ATTACK ORDER FOLLOWED 


Have a squad mate follow the attack order 


AVENGER BONUS 


10 


Kil! an enemy within 2 seconds of him killing a friendly 


COMEBACK 


TBD 


Comeback from a streak of B or more consecutive deaths. Score is number of consecutive deaths xIO 


□EFENO ORDER FOLLOWED 


20 


Have a squad mate follovr the defend order 


[pEsmiTOD target hit 


TBO 


Score based on hov\> much damage the locked missile does 


DESTROYED EXPLOSIVE 


20 


Destroy an enemy explosive [claymore, mine or C4] 


03GTAG SAVIOR 


50 


Rescue a teammate just as he is about to be stabbed 


DOUBLE KILL 


40 


Kill two enemies in O.Bs of each other 


DRIVER ASSIST 


1Q 


Have a passenger in your vehicie kill an enemy 


ENEMY DOWN 


100 


Kill an enemy 


EQUIPMENT DESTROYED 


20 


K-. \Ki‘- 


Destroy a stationary weapon that Is occupied by an enemy or equipment placed by an enemy. This includes 
EODBots, MAV, Mortar, Radio beacon, SOFLAM and UGS 


FLAG CAPTURE ASSIST 


50 


Participate in a flag capture 


FLAG CAPTURED 


100 


capture a Hjg 


FUG DEFEND 


20 


Kill someone while you or the victim is In the radius of a flag owned by your team 


FUG NEUTRALIZE ASSIST 


50 


Participate in a flag neutralize 


FUG NEUTRALIZED 


100 




Neutralize an enemy flag 


HEAPSHQT BONUS 


10 


Kill ah enemy with a headshot [with a non-sniper rifle] 


HEAL 


10 


Hfel points awarded for every 10% health healed on a friendly 


KILL ASSIST 







50-1013 




Do at least 50 points of damage to an enemy and have a team mate finish them off. Note that this caps out at 
100, as healing can restore the enemies hit points. 


KILLSTREAK STOPPED 


TBO 


Kill an enemy who has made S or more kills without dying. The score awarded is the number of kills in the 
enemies streak xIO 


MARKSMiM BONUS 




1^0 


Score a headshot with a sniper rifle. Score increases over range 


M-COM ARMED 


100 


Arm an mcom station 


M-CDM ATTACK 


20 


Kill an en^my that is disarming the crate 


M-COM DEFENCE KILL 


20 


Kill an enemy that is arming The crate 


M-CDM DESTROYED - 




200 


Destroy an mcom station 


M-COM DISARMED 


100 


Disarm an mcom station 


MOTION SENSOR ASSIST 


.20 


Enemy was killed while in your MAV's motion sensor range 


MOTION SENSOR ASSIST 


20 


Enemy was killed while in your TUGS motion sensor range 


iHULTiPLE KILL 


100 


Kill four or more enemies within 0,8s of each other 


NEMESIS KILL 


TBD 


Kill the same enemy 6 or more times. The score awarded is the number of kills x 10 


NEMESIS PAYBACK 





L;«=|: 


Kill your nemesis. The score awarded is the number of times your nemesis has killed you xIO 


REPAIR 


10 


Repair vehicle points given for every 10% of damage repaired 


REPAIR 


r’- 




j... V' 




20 


Repair vehide points given for every 10% of damage repaired 


RESUPPLY 


10 


Resupply a teammate 


ROAD KILL 


ID 


Run over an enemy 


SAVIOR BONUS 


20 


<111 an enemy within 2 seconds of him dealing 50-99% of damage to a friendly 







.10 


Spot an enerny and have a team mate kill them 


SQUAD AHACK ORDER 


20 


Attack an obiective that the leader has designated 


SQUAD DEFEND QROER 


'-¥r 


Defend an objective that the leader has designated 


SgUAD DRIVER ASSIST 


20 


Have a squadmate who is a passenger in your vehicle make a kill 


SQUAD ELIMINATED 


ID 


Kill all members in a squad 


SQUAD HEAL 


20 


Heal a squad mate 


SQUAD PASI^NGER ASSIST 


20 


Have a squadmate who is driving your vehide make a Mil 


SQUAD RESUPPLY 


20 


Resupply a squadmate 






110 


Revive a squad mate 


SQUAD SPAWN ON YOU 


10 


Have a squadmate spawn on you 


SUPPRESSION ASSIST 


50 


Suppress an enemy and have a feam mate kill them 


TARGET DESIGNATED 


ID 


Lock on to an enemy vehicle with the target designator 


TEAM PA^ENGER ASSIST 


ID" 


Have the driver in your>ehiclb HW ah enemy 


TUM REVIVE 


100 


Revive a team mate 


TRIPLE KHJ- 


GO 


Kill three enemies within. Q.Ss of GaCh^crther 


VEHICLE DESTROY 


50 


Destroy a vehicle within ID seconds of an enemy leaving it 


VEHICLE OCTROY ASSIST 


BO-100 




Do at least 50 points of damage to an enemy vehicle and have a team mate destroy it. Points awarded are based 
□n how much damage was done.., ..j ^ 


VEHICLE DISABLED 


100 


Oisabie a vehicle 


f ■ 


TvJ 
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mmu 


Desert Khaki 
Came 


Master 
Sergeant I 


510,000 


M9 SUPP, 
Pistol 


Master 
Sergeant II 


550, DOG 


Squad Ammo 
Specialization 


590,000 


First 

Sergeant I 


Urban Camo 


630,000 


MP443 SUPP. 
Pistol 


First 

Sei^eantJI 


670,000 


Squad Flak 

Jacket 

Specialization 


Master 

Gunnery 


710,000 


Sergeant 


Master 

Gunnery 


GIB SUPP. 
Pistol IS 


760.000 


Sergeant I 


Squad 

Explosives 

Specialization 


Master 

Gunnery 


810,000 


Sergeant II 


Sergeant 

Major 


PDW-R PDW 


Squad 

Suppression 

Specialization 


Sergeant 
Major I 


910,000 


SAIGA 12K 
Shotgun 


Sergeant 


960,000 


Squad 

Suppression 

Resist 

Specializatian 


Warrant 
□fficer One 


lOIO.DDO 


Chief 
Warrant 
Officer Two 


44 Magnum 


1,060,000 


Chief 

Warrant 

Officer 

Three 


Squad 

Grenades 

Specialization 


1 , 110,000 


Chief 
Warrant 
Officer Four 


OAD-12 

Shotgun 


1,165,000 


Chief 
Warrant 
□fficer Five 


Veteran Kit 
Camo 


1 , 220,000 


Second ■ 
Deutenant 


P90 PDW 


First 

Lieutenant 


E18 Pistol 


1,340,000 


Spec Ops 
Black Camo 


1,400,000 


Captain 


USAS-12 

Shotgun 


1,4BD,DDD 


.44 Scoped 
Pistol 


Lieuteriant 

Colonel 


1,520,000 


AS VAL PUW 


Colonel 


1,600,000 


POINTS UNLOCK 


laaiiBgseaiBa 

INSIGNIA 

RANK 

NAME 

■ 4 , ,. . 1 .».• 1 s * -■ . 

1 f JlWt'lAAil i* li'^ilifii"if* if (riliMf>i 

POINTS 

UNLOCK 

IMAGE n 


1 ■ 

Privete First 
Class 

1,000 

87DMCS 

Shotgun 


■■■ 

’ ^ 

-.-r 

2 . 

i 

' ' - -t: kI- : 

id" ^ 

•— .•«•. 

Private Rrsf : 
Class i -r 

.4t.-.V% , .*■ ... 

- * 

IS?kB,Dp0 1 

- 7 -j- ■ ■!: : -■-■■ 

Spririf 

Specialization 

"if 

m 

3 

Private First 
Class II 

18,000 

Woodland 

Camo 

l^w 



rr" .• 


Ml : 

Private Flret- 
Class III 

if • 

5 2a00Q, 

. -i .. ■ 

■- - T'' 

-v:^’ 

G17C Pistol 

.r 

“ ...... - 'S.V 

i 

5 

Lance 

Corporal 

41,000 

Ammo 

Specialization 

§ 

— - - - 

(• 

- 

.. ra=irf*-.i 

1 ■■ ■ 

■vg'- . 

V. Jkv •■•. vJ . 

J t: ^ -.;r ‘ V . :■>.■ V • . ; 

■Lance™.'':?' 

Corporal 1 

•, V. * :: ., ■ M ... • i«.* 

.- .:. ..5 =^. l.t'.r-" c '1 

-r-' 

t;f 54,000 

Ranger Camo 



ws^. 

# 

7 

Lance 
Corporal II 

67,000 

PP-2QDQ PDW 

till til iBH^jjfSiiiia 

5^ - s4^ j'- -t A-d 

... ....1 ..+ . .T'. . 

- 

.. g 

."T. 

• - ....;, ..,• •... „ V. 

i ‘ 

Lance 
Corporal III ^ 

- -s„ r ■ 

j::' .. ’t.::" t:.:. 

7 

81, ODD 

flak Jacket 
Specialization i 

■M 



9 

Corporal 

96,000 

iA 

Army Green 
Camo 

warn 



OjgiporaM 

- ■" ■ 

- -"ir" 

0 111, boo 

■- = 

M9 JACT4*f 5 

..r*r .yr^^a.^^y-ayOtTv; 

!■ : 


■ 

Corporal II 

130,000 

Explosives 
Specialization ■ 


. - J 

J2. 

j. ^ 

Col^rilli- 

1 .. -: 7 ’ • ■• : ' r 

. 1 

; ..,150,000 

* ■ A* Z 

: . ! 

-vr - t T !* 1 

Expeditionary 
Force Camo 

..'.•WA. ,.. .V^SsA • 

^ ■■.■wi' ; ;::■ 

; fiB* k . .... !i 

# 

13 

Sergeant 

170,OOD 

MP443 TACT, 
Pistol 

m 


, ■ 14''"; 

* “• A - f ^ 

VSW" r 

-* - . . 

:f efgeant 1 ,, 

'“J ^ 

.■. ,190,000' 

■ _Si_ , 

Suppression 

Resist 

Speciaiizalion^ 

■ 



15 

Sergeant II 

V. 

220,000 

Paratrooper 

Camo 

mm 


.... A ■ . , . ... 

1R - 

*7>Sif^: • A VJ:. •:« 
'S-Sr -1 

4- 1 '-.Ui.-'- ^ 

•s^ -1 

■. . 7 

Sergeant III 

kv--' ' 

f "^50 boo- 

. UMP45 PDW, 

_-U . ‘■i'si: rt, 

.- i :. -J. : 7 


17 

Staff 

Sergeant 

280,000 

Suppression 

Specialization 


i 


vvv< ■ .. .V 1;- -4^:'.*^ 

1: rr : ■ . T5 ! ra 1 irixi: 

*18 - 

-Iiv* ■..'.-.•.•.liv... . 

J= 

:.Staff 

Sergeant i , 

- ■ ’ *■ 

■V ^ ; L ; 

310,000 

t?.. ^ J". 

Navy Slue , 
Camo 

^• .- l3.yw -..-v, .::m 4.-.-;‘1_ 


am 


19 

Staff 

Sergeant II 

340,000 

G17C SUPP. 
Pistol 


.. •*"» V •r-'' » 

.. - Jl'-. 

20 

^ ; a:.: /k"X 

Gunnery ^ 
Sergeant - 

■.«<- 

370,000 

• 1,,., ... ,. 

>A— vriW • 

3? 

Grenades 

Specializatian 


3-® 

f 

21 

Gunnery 

Sergeant 1 

4OD.0D0 

Jungle Camo 

MB 


-" 

y 

22 ,J 

. .-1 " 

Gunnery 
Se^aant II 

■ 

I : -- 

430,000 

M1D14 
■ Shotgun 


i 

23 

Master 

Sergeant 

i 470,000 

Squad Sprint 
Specialization 

i- 
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1 iNStGNiA 

FUNK 

NAME 

PQIt^ 1 

w 

4B 

Colonel Service Star 1 

1,B3D,0QD 


S.V.^ 5 " * •« 

?'-■ ■, 47 .:=: 

--.r:^^.. Ill 

•■+*» ■ 

Colond Service Star 2 

:x' . • 

i;:*27)BDOTi 

i . ■ iSy . .. 

w 

48 

Colonel Se vice Star 3 

2,290,000 


40 : 

•:f 

ColonsI SsiMaB:Star4 

2620,000'' 

sii ^ ' • 


5D 

Colonel Service Star 5 

2,750,000 


..:'.S1 '■ 

■:f i; ■■■■’^ ■■• ■■ ■ ■■ ■ ■ 

4^1fln6l Service Star B ■■“ 

■XL -x- • . ::■ 

; .. ■ ; .-:xM-: . 

2,980,000 


52 

Colonel Service Star 7 

3,210,000 


...63 . 

^ ■ ''.V-"l 

• «: - 

Colorre! Serwce Star 8 

3,440,000 


54 

Colonel Sevice Star 9 

3,670,000 

Wi 

' 55 

• ’•’ ’ ' ix-' 

ife-: ! ; 

Cblonel SeinflCe*Staf IQ 

• ■ ■ . - 

3,300,000 

w 

5S 

Colonel Sevice Star 11 

4,130,000 

f^- 

i: 

... 

57 

■ W ! 

••■■... . .*. • ' 

Xototiel Service Star 12 

4,360,000 


58 

Colonel Sevice Star 13 

4,590,000 


59 ^ 

- 

Colonel Service Star 14 

4620,000 


GO 

Colonel Service Star 15 

5,Q5D|ID[] 


B1 

;:;- ■:r>T«;'54';-:,-:". • • 

■■♦JT .-iw: "'i? 

Colonel Service Siar 16 - 

5,286000 -I 


G2 

Colonel Sevice Star 17 

5,510,000 

' 

53 

CdpnelSivice Star 187 

6740,000 



..... ■ • .: 



B4 

Colonel Service Star 19 

5,970,000 


. 65 

Ckilariei. Service Star 20 . 

" ^6,200, ODD 

w 

G6 

Colonel Service Star 21 

6,430,000 


S 87 

.V?- 

•-y- ■. /’ ^ ^ 

Cotone} SerwB star 22" 

, ■ . -.iS? ■ . . . ■ _ . ^ 

6,660,0001 

zii: 

ip 

B8 

Colonel Ser^/ice Star 23 

6,890,000 


'B9' 

■ • iV-' 

Colonel SetlicB Star 24 

7,120600 


70 

Colonel Service Star 25 

7,350,000 


n Y'"»i- 
ViV.”. ....• '’ 

i-“ 7t 
^ . 

Colonei Service Star 2B 

’ : : 

7,580, ODD 

:... . A\ 


72 

Colonel Se vice Star 27 

7,810,000 


y " 

== 73 , 

Cdonel Service Biar 28 : 

;;; 

8,040,000" 


74 

Colonel Service Siar 29 

8,270,000 


...-75 -" 

Ctobnel Sanice Star 30 

• iV- *t 

^3,500,000 


7G 

Colonel Service Star 31 

8,730,000 


77 

Cobnel Service S|ar 32 

- "r .. ■ 

8,960,000 

w 

78 

Colonel Se vice Star 33 

9,190,000 


79-.^ 

■ ■■ ■ • ^ ; 

Colonel Servfce Btar34 ■ 

: ■ Cr^. ... :: ;:v ■ . . 

- 8,420,000 

■- :== 

.:-x. . "■* 


80 

Colonel Service Star 35 

9, 650, 000 


■ i 

DDlonel Service Star 3G ; 

■ -'S'- ' * /i-'. . r 

719.880,000 


' V v-: 

• ' , '.i 1' 1* ^ 1' 


; i -77;. 

IIMS 

1 INSIGNIA 

RANK 

NAME 

POINTS 1 


82 

Colonel Service Star 37 

10,T10,0DD 


83 _ 

Monel Service Star 33 

10.340,000 

'Ip 

B4 

Colonel Service Star 39 

10,570,000 


85 

1 

Colonel Service Star 40^ 

10,800,000 


86 

Colonel Service Star 41 

11,030,000 


87 

Colonel Service Slar^42 

■“ 4 ■■ : 

hJC 1 *■ 

1X260,000 


88 

Colonel Service Star 43 

0,430,000 


89 

Colonel Service Star 44 

11,720,000 

w 

90 

Colonel Sevice Siar 45 

^ 11,950,000 

w 

91 

Cdonel S^ce Star 46 

12,180,000 

w 

92 

Colonel Service Star 47 

12,410,000 





mm 

ITp-JI 

93 

Colonel Service Star 48 

12,640,000 

w 

94 

Colonel Service Star 49 

12,870,000 

■ ^ 

95 

Colonel Service Star 50 | 

13,100,000 



! 


^ \ 

98 

Colonel Se vice Star 51 1 

13,330,000 

-vi: ■■ ; , 4SSt 





97i i 

1 

I 

: Colonel Sb vice Star 52 

13,560,000 

w 

98 i 

Colonel Service Star 53 

13,790,000 


k■^ 

99 

Colffliet Service Star 54 

14,020, ODD 




j 

w 

100 

Co lone 1 Sevice Star 55 

14250.000 

W' 

101 , 

Colonel Service Star 56 

14480,000 


102 

k 

Colonel Sevice Star 57 

14,710,000 


103 

>K‘ 

1 • • 

^ CDlone^mra Ster 58 

14,940,000 

w 

104 

Colonel Sevice Star 59 

15,170,000 

■- vw ■ 

105 

Colonel Sevice star 60 

15400,000 


106 

Colonel Sevice Star 61 ' 

15,630,000 


:|Sr ■ ; 

7 107 ] 

Colonel Serviffi Star 62 

15,860,000 

w 

108 ; 

Colonel Service Star 63 

16,090,000 


109 : 

Colonel Senflc^ Star 64 

16,320,000 


no 

Colonel Sevice Star 66 

16,550,000 

w 

111* 

Colond Service Star 66 

16,780,000 

w 

112 

Colonel Sevice Star 67 

11 III 1 1 1 t¥l P « h f . 1 

17,010.000 

w 

113 ' 

CotoMiSenfeStarGG 

17,240,000 

w 

114 

Colonel Sevice Star 69 

■ ' • 

17,470,000 


* ffi i 

lySx i 

Oojonel Service Star in 

.1 

17,700,000 


116 

Colonel Sevice Star 71 

47,930,000 



IK,-. :w; 


w 

‘'*117 - ' 

■ . . V. . 

'Colonel Sevice Star72 

-n 

. ixii : 

18,160,000 



1 INSIGNIA 

RANK 

NAME 

POINTS 

w 

118 

Colonel Sevice Star 73 

18,390,000 


119 

Colenei &r\4ce Star 74 

18cB2Q,Q0D 


120 

Colonei Servce Star 75 

18,850,000 


W- 

W' 

121 

Colonel Service Star 7E ' 

19,080,000 





. w 

122 

Colonel Service Star 77 

19,310,000 


123 

Colonei Service Star 78 

19540.000 

w 

124 

— — — 

Colonel Sevice Star 79 

19,770,000 

w 

125 

Colmel Service Star SO 

20,000,000 

w 

126 

Colonel Service Star 81 

20,230,000 

w 

1 127 

Colond Service Star 82 

1 

j 

20,460,000 


128 

Colonei Service Star 83 

1 

20,690,000 

w 

129 : 

1 

Colonel Service Star 84 

20,920,000 

w 

130 

Colonel Service Star 85 

21,150,000 

W ! 

131 

Colonel Service Star 86 

21,380,000 





w' 

1 132 

Colonel Sevice Star 87 

^ 2X610,000 


133 

Colonel Sevice Siar 88 

F 

21,840,000 


134 

, Colonel Sevice Star 89 

22,070,000 


135 

: Colonel Service Star 90 

22,300,000 

w 

136 

Colonel Sevice Star 31 

22,530,000 

w 

1 

^ 137 

Colonel Sevice Star 92 

1 

22,7GDjQQD 


i 



W ; 

138 

Colonel Sevice Star 93 

22,990,000 

i 1 

w 

' 139 

Colonei Sevfce Star 94 

23,220,000 

1 

w 

140 

Colonel Sevice Star 95 

23,450,000 





w 

141 

Colonel Service Star 96 

23.680,000 


142 

Colonel Sevice Star 97 

23,910,000 


w ^ 

143 

Colond SefvtaB Star98 

24.140,000 


144 

Colonel Service Star 99 

24,370,000 

w 

145 

Colonel Service Star 100 

24,600,000 
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C Sfe^^bnioci^ressip^ . : ■- ;-:-:*Biiiiii 

UNLOCK 

NAME 

IMAGE 

ASSAULT SCORE | 

^ ML- ! ■ 

6‘; ■‘ti- ^ ^ Ji ^ 

s"v ' ' 

Defibrillator? - 

.“ •“ ... .... - » -1 ,*-,•■ -iT •|TV.-|--|-|V •,vA,'-J':ir^ •. .A 

• iS :5^ -r -« ^-»i= .r, r ''N 


p" 4,0pD 

Cv^ .. - :jc::. . 

2 

M32D 


11,000 

3 r-j: 

'M41B -1 


— :p+ = T ^ ^ c- 

22.QQDf.y^ 

4 

M26 MASS 


38,000 

*'•- K ..,- 4, ’ 

/uK'’9/l - - "• ' r .5 ;'>r - 


' --OT ■ ,=^ 

: B0;D00 

CD 

M1EA3 

jjLsnJtmi i!UMlli¥.* 

89,000 

m:J 

FjZQQE! 


1*124, OOpP 

a 

AN-94 


IBB, ODD 

^4"-" 9 

1 •• ...^"j.^., ...rfYi 

M18A4 (for RUf 

~5S-' ^ ' ■TT«-rs..?~ 


io-- ■ M!_- : .SiTf,^j.:.j;4'. L,-- 

#%-• 22Q.DD0 

9 

AK-74M {for US] 


220,000 



1 1'- - ’s. 

UNLOCK 

NAME 

IM^ 

iGE 

ENGINEER SCORE 

.rT. ■* r’ r - 1 . 

,t=4 

“- j".- S‘ ^ r 1 r ll» I'.T^t lltl Tt . 

: V.—.: ■■ \ .•.*. ■ V • p.* v.'X'.s .■■ si t, .. , 

1 ■= -^T rt * ; • ' 

j- , *'f= 

HM-92 SHnger (for US] 

1 - ■ . :■ ;:. ,.44<E:4rfKi;i^^S6?:v ' 


WM 

i 3jDD0 

1 

SA-18 IGLA {for RU] 


3,000 

- -I “ 



iC??l7,0G0 

:<r,, *V 

-5^-1/ -- 

3 

SCAR-H 


14,0D0 

^afv—U j* ^s^* -■ 

^:^T‘-'--' A -- “=■■- = 

'■Z“ ,;4,''f-Z-i.L-.v4i.--.Jr-r-iT-,''''-4:- 

EDO Bet ■ 


26^000 

...x.x^rTs?.. '._.... .._lS: - . ss^T • 

B 

M4 


40, ODD 

— • V- • 1 < - 1 

•■rf ■' * _ - s' * 

“si* n " 4 l - < 

ZL •' n -'- ' 2 - 

. ^ r^» 

jiPliJ,*-' •• • ..—... r .r>. J^.,^,...,. .. . S.,. SWJ-I* ■ V. .■ s* P.'.SVU ^ 


{M 1 68,000 “i® 

L-..- ..:« •i;t;i.i'7;i.. m;., 

■ n ■<. . \::.s.i^v:.Ji:: 

7 

1 

FGM-148 Javelin 


82,000 

' - a =" ='■'■'1 

jF' 

f**' '"T^lvj 

...>,.«vr' ...-Jt. - •••-n ,*uantp' "4Lsi^fmikin i.'A .L-Si* . '.« B..H7TK>?_r; ,'| 

,B3BC^||if|s|*4: 


g 110.000^^, 

9 

1 

1 

M4A1 {for RU] 


145,000 

r>^;4 L ’■ 

. " -" " - Ml'- ''in* -■■ -..^-i^v 

/U(S^4U|WUSJ 


ftS|=-145,DD0 - 

r* ''.'"S-'':' f'l\ =1^ ■■ ;■■•■ .:-J: 


I ! 1 

UNLOCK 

NAME 

IMAGE 

SUPPORT SCORE | 

1 <-r 

JM Expldstves i 


4,000 ® 

2 

M249 


11,000 

■is-...* 

s'* Ziif 

" ' O '"-- 

Mis Claymore 


r 23,000 " * 

I,' ^ - 

4 

M224 Mortar 

A 

40,000 

-A ■ B . 

PKP F^ctianeg 


i: : . ■ '.:>•■ ' >.■.'•■ 

60,000 r 

—•: . , '■ . , .Ti: ■■■ .ttrtiT'r.-^- 




6 

M240B 

1 .-VJiL . 

90, ODD 

S- ; • : 

"7 • 

4.1-4, - i- 

MG0E4 


i3o;ooo 

a 

1 M27 lAR {for RU] 

^ 

170,000 

” .4;^- 

RPK-74M (for US] 


R 170,000 ^ ^ 





[MAGE 


HECQN SCORE 


UNLOCK NAME 




- 


M ,1 ^^4.. 

T-UGS 


- B.OQO ^ 

2 

5V38 

’ I 

13,000 

-.. 3 r.r 

~.::'-.''^’^iS4:‘;„ 

SOFLAM - - 


... , .„. , ■ .. ^ ., 

1 .26,000^^^- 

.. jsi- - 

4 

MAV 

pf 

45,000 



■■■.",■ ....... ^ .,■ i- - 


B 

. .-A ■ % . 

5KB , 


71,000’*^® 

v‘is . ■> a . i 

B 

M40A5 


104,000 


M98B 


, . *146.00 QL, $ 

□□ 

! 

; 

MK11 MDD D [for RU] 


195, ODD 

■ ' --■: ' T.4-- 

3 4^ 

SVDiforUS] 

.- • - . — ,.|i ^ .^...i... — « .., ......jii . •■.■• 

•' .-'.•■A^*«".'^",S.-.-- — T.,SA*-rV.'.- • . 

M ‘ 1.95,000?® 



UNLOCK NAME IMAGE ASSAULT SCORE 


- 

'j -_? 

lfP4i2 REX Pistol 



■- - S 

Rqnnn®* „ ■ 

^TI||p-l- ’'y^. 


L J.l..J j t:J t. J i..J 

2 

KH2QD2 Assault Rifle 



126,DDD 

3 '■ 

mmml " IK 

MP7PDW 

' -iE:?® • ::■ ' : 7 ••• 


L- 

189,000 - 

4 

M39 EMR 

1 

t%l 

252,000 

B 

93R Pistol ’" 


aI’-- ■ 

31B,DDD.^^ 

4 ^ -'^77 

,M. ••:•: . 


fr ':^.?=.- 

j^y- Av.s* 

6 

SG5S3 Carbine 


378,000 

’'■ 'f* '. 

G3A3 Assault Rifie 


. “ _ 

v5-J;;^7s±&Fr; ■ 

>11,000* ' 


w*vv 








UMMV^ 


Expeditjoitaiy^ 

Force 


UNLOCK CRITERIA 


Rank 21 

[Gunnery Sergeant 1 ] 




Rank 2^ 




IMAGE 


NAME 


UNLOCK CR TERIA 


Rank 3 

[Private Rrst Class II] 


Jungre 


Woodland 






iSI"- bS 

Desert Khaki 




Rankb 




■v^w 


• a .- :. 






c.rs ::::»T - 
























Rank 9 

[Corporal] 


Urban 


Army Green 






r4i3rnSB''»5sS 




^Raitk12 

(Curporal til] 






i-ia :SJ£! 




Veteran Krt ^ 

'1- 






t;: -w ^ 

1 . MU, 


..v.r-VT:-..vjy;^As‘ ■^,..;:r. •;.%, , 




Rank 15 

[Sergeant l[] 


Spec Ops Black 


Paratrooper 




Rank IB 

[staff Sergeant !] 


V 4 






eYj»i 


Rank 27 

[First Sergeant 1] 




Rank 39 ;Wf fSflS 


[Chief Warrant Officer Five] 

Rank 42 

[Captain] 


PRIMA Official Game Guide 


J 

341 






RIBBON NAME 












Assault Rifle Ribbon 


?7i5 4“*- ■ ■ ■■ ■ 

V .bm:> .,,%U.,,^,. ->* •, 


»-•' 

. ...I ,j'.i-. 


Carbine Ribbon 


Machine gun Ribbon 


.,*1' I - 
vr ^ s ■ 

•- ^T, u ^ , 

■'4 4-4i*; 'S'S «-( -^ ■ I -y 


:i t' •'“' ;>XT?;-;:isi'.';;, ■■;..■ 


'44.<>.ia.y.Li.J...- 


Sniper Rrfie Ribbon 


Handgun Ribbon 


Shotgun Ribbon 


PDW Ribbon 


■ffKSSI’f'rir 

,1* »-v-si».v*V.--v,7i .. 


Melee Ribbon 


Disable Vehicle Ribbon 


: 


Anti Vehicle Ribbon 




Accuracy Ribbon 




CRITERIA 


In a mund, Wfl 7 enemies with assault rifles 


In a round, kill 7 enemies with carbines 


In a round, kill 7 enemies with light rfiachine guns^^; ' 


In a round, kill 7 enemies with sniper rifles 







In a round, kiil 7 enemies with shotguns 


In a round, kilt 7 enemies with personal defense arms 




in a round, kill 4 enemies with melee weapons 


In a round, disable 4 enemy vehicles 


in a round, destroy 3 enemy vehicles 


in a round, get 5 headshots 


POINTS 


200 


200 


200 


200 


200 


200 


200 id® 


200 


200 


200 


2D0 



Avenger Ribbon 


In a round, get 2 avenger kills 


2DD 


:;3s: 


Savior Ribbdif 






In a round, get 2 savior kills 


200 



Nemesis Ribbon 


qu 


In a round, get 2 nemesis kills 




Supprfbsion Ribbon 


- r... . t.-. -t -v: 


In a round, get 7 suppression kills 









MVP Ribbon 


In a round, be the best player 


M^A^ 2 Ribbon 




,'T 






i. 


" 4 iA, 


In a round, be the 2nd best player 


MVP 3 Ribbon 


In a round, be the 3rd best player 


"Ace Sguad Ribbon 




a*r»“ 




In a round, be part of the best squad 


Combat Efficiency Ribbon 


in a round, get 3 streak bonuses 


Anti Ekplosive^ Ribbon 





In 8 round, destroy 2 enemy explosives 


Squad Spawn Ribbon 


In a round, get 7 squad spawn bonuses 




Squad wipe Ribbon 






'sr. 


In a round, get 2 squad wipe bonuses 








Transport Warfare Ribbon 


In a round, kill 4 enemies with transport vehicles 




Dmund Airfare Ribbon 


• +W-j^j7 

...» 


200 


200 


50G 


400 


3DD 


500 


500 


200 


200 


200' 


200 


200 



Stationary Emplacement Ribbon 


In a round, kill 2 enemies with emplaced weapons 


200 



as; 


Air Warfare Ribbon iS-l 

; ' V, ‘ic: 










-S:‘;uou • r ; ' • : V 




In a round, kill 6 enemies with air vehicles 


200 



M-CDM Attacker Ribbon 


In a round, blow up 3 M-CQM stations 


200 


M^COM Defender Ribbon 


. -* ..:v-T 

. . T.'^w.-.T. :•» ! •%<: r“-z ftg!s — ^5!: 




• trSi wr. w ! 

■" T.:' - ,*i 


j 6KC- H'lrr-T,.,*# 




(n a round, defend 4 M-COM stations 

v*=4- 


200 



Rush Winner Ribbon 


Win a Rush round 


500 



Conquest Winner Ribboiif 1#?#? 






Win a Conquest round 



TDM Winner Ribbon 



Squad Rush Winner Ribbon 


Squad Deathmatch Winner Ribbon 


Rush Ribbod 


X f v' 7'.3 Ef'"''"’- 




-0-, . . ; .^5. ^ ■> ; T . 

. .%• ..a*ICn » I iNKIf - ,TV»inr* **r* ^ *■ -t -— . • •. 


Conquest Ribbon 






Team DeMm%tch Ribbon 5 S' 







Squad Rush Ribbon 


g » ■ j «ieipeWiHiaweallH»AWM 



Squad Deathmalch^Ribhoifi 

^ LI; 



Flag Attacker Ribbon 


Flag Defender Ribbon: 


■.a-- 


Resupply Efficiency Ribbon 


Win a TDM round 


Win a Squad, Rush round 


Win a Squad Deathmatch round 


Finish a Rush.round 


Finish a Conquest round 


■Bsr 


Finish a Team Deathmatch round 


Finish a Squad Rush round 


3* 




Finish a Squad Ceathmaftch round 


. kHr, 


In a round, get 4 flag captures 


In a round," get 5'flag desfends 


In a round, get 7 resupplies 


500 


500 


500 


500 


200 


200 


20 D 


2DD 


200 


200 


200 


200 



:«S: 


Majrrtenance Efficiency Ribbon 

■ vrf w ■ 




•H-' 


tn a round, get 7 repairs' ” 


200 


Medical Efficiency Ribbon 


In a round, get 5 revives 


200 



"is 


Suryeflance Efficiency Ribbon 




•=iJi 



sensor assists 


200 


L, 
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■;#ecl^ls:;,|iMj||igi 

gii— 


MEDAL 

NAME 

CRITERIA 

POINTS 

1 MEDAL 

NAME 

CRITERIA 

POINTS 1 


Assault Rifle Medal 

□btain the Assault Rifle 
Ribbon BO times 

20,000 

Push Medal 

Obtain the Rush Ribbon 50 
times 

20,000 

M 

'" '! !! : ^' ^ :^' 

■ • ■ i:S^' 

Carbine Midal 

Obtain the Carbine Ribbort '*‘’:J 
_50 times ^ 

- : "20.000 ^ 

. ... . ..^ ■ 

Conquest Medal 

Obtain the Conquest Ribbon 
50 times 

20.000 

9 

Light Machine Gun 
Medal 

Obtain the Light Machine 
Gun Ribbon 50 times 

20,000 

Team Peafhmatch 
Medal 

Dbtaih the Team Deathmafch 
Ribbon 50 times 

20,000 


Sniper Rifle Medal ' 

JObtain theiSniper Rifle fi 

Ribbon 5D times 

-.^1 *!; 

20,000 

Squad Rush Medal 

Obtain the Squad Rush 
Ribbon 50 times 

20,000 


Handgun Medal 

Obtain the Handgun Ribbon 
50 times 

20,000 

... 1 

Squad Deathmateh 
Medal 

•: :x-' , 

Obtain the Squad 
Deathmatch Ribbon 60 times : 

20,000 


" S' * zsa .:. . •: • 

:■ • , • • • ^T*'.w .. ...;.l. 

ShbTgiin Medal 

^ V:- 

Pbtainlfhe shotgun Ribbon 

BOJmes 

20,000 ! 

Flag Attacker Medal 

Obtain the Flag Attacker 
Ribbon 50 times 

j 

20,000 

i 

PDW Medal 

Obtain the PDW Ribbon 5D 
times 

20,000 ^ 

Flag Defender Medal 

Obtain the Rag Defender 
Ribbon 50 times 

20,000 


■; " \L ■ H.liV . 

Melee Medal ;: 

-. . . .Afl-..,. , . ■ ;; r|| • ' :■^; 

Dbtein the Melee Ribbon 3D 
times 

20, 000 

Resupply Medal 

Obtain the Resupply Ribbon 
50 times 

20.000 
tag"" — 

i 

Anti Vehicle Medal 

Obtain the Anti Vehicle 
Ribbon 50 times 

20.000 

Mamtenance Medal 

m 

Obtain the Maintenance 
Ribbon 50 times 

20,000 


:: : :-x ’■I:;' 

/Uicuracy Medal 

Obtain the Accuracy Ribbon 
50 limes 

20,000 £ 

Medical Medal 

Obtain the Medical Ribbon 
50 times 

20,000 

'i 

Avenger Medal 

Dbtaifitthe Avenger Ribbon 
50 times 

20,000 .:^ 

Surveilance Medal 

□btain the Surveilance 
Ribbon 50 times 

20,[JdO 


• ..... ivw'v fssfwv^! • •■•.f ; ; : wj : .^■A fcc«. . ; 

Savior Medar-53,^Sf8 

-■■“ :; . ' ■ 

!■ xvf, ..-;• ..-.WrH* - -..rr*; 

Obtain the Savior Ribbon 50 
times - "■ ■ ’v ggi 

.Jr’.:. ■ ■ 

^Sp 

20,000 * 

Mortar Medal 

Kill 300 enemies with the 
Mortar 

20,000 


Nemesis Medal 

■m.' 

□btain the Nemesis Ribbon 
50 times 

20,000 Mk 

.Ti? tSiS ■ 

Laser Designator 
Medal 

"Kill 3QQ enemies with the 
Laser Designator 

20,000 

j M 

'll ' 

Suppression Medal 

1 'n ■ ■'■' " '' ' ' 

Obtain the S^uppression 
Ribbon 50 times 

- vXv .. . ... 



20, 000 

;S 

c 

M18 Claymore Medal 

Kill 300 enemies with the 
MIS Claymore 

: 20,000 

£ 

MVP Medal 

Obtain the MVP Ribbon 50 
times 

2 a.ooa 1 ^^ 

Radio Beacon Medal 

100 spawns Bn your Radio 
Beacon 

20,000 


' . ^ '■* -j 

2fld MVP Medal 

■■ -- 

'■n-'f-r4:gp-=?' - =:i= - ■ 

Obtain fhe 2nd MVP Ribbon 
50 tirries'" : r. 

#.,^i20,000 


US Service Medal 

Spend 100 hours in the US 
Marines 

20,000 


3rd MVP Medal 

Obtain the 3rd MVP Ribbon 
50 times 

20.000 i 

i RU Aniiy Service 
Medal 

Spend 100 hours in the RU 
Army 

.ii 

20,000 





Kvf -x*::.;., 


'UBiSa ^ ‘ 

■ ■ ■■■ ..•-f:i:K: ^ .: .. 

■ ••■ r • .. . ... .. 

Ace ^uad Medal 

->i ' .. -. . ■. .. . t;??. .• • 

Obtain ’the^Ace Squad Ribbon 
SO-timlsL-r; 

'■ .; r ■' . r: 

2DfcDQD?^ 

f . R 

b 

h 

Assault Service 
Medal 

Spend 50 hours as Assault 

20,000 

# 

Combat Efficiency 
Medal 

Obtain the Combat Efficiency 
Ribbon 30 times 

20, ODD ^ 

Engineer Service r 
Medal ' 

Spend 50 hours as Engineer 

■ ■ ■ - ii-i’- — ^ b 

20,000 


Transport Warfare > ‘ 

■ Medal . .. -« . jy. - . 

- ■ . “ ' 'W - ■ ■ 

obtain the Transport VVarfere 
Ribbon 30 tlrries ■ 

* 20, ODD 

Support Service 
Medal 

Spend 50 hours as Support 

1 20,000 

1^ 

Ground Warfare 
Medal 

Obtain the Ground Warfare 
Ribbon 30 times 

20,000 

m 

Recon Service Medal 

Spend 50 hours as Recon 

i ^ 

20tOOO 

'■4'.' 

r^r Warfare Medal s 

► ?-^r- '. - zxr 

1 •- 

Obtain the Vfr Warfare 
Ribban^Q times .-r^ 

20,000 

# 

Tank Service Medal 

Spend 20 hours in Tanks 

20,000 

11 I ^^^tl 'ill- - i -■i-M 

stationary 
Emplacement Medal 

□btain the Stationary 
Emplacement Ribbon 30 times 

20,000 „ 

Heitcdp^r Service 
Medal 

Spend 20 hours In 
Helicopters . 

20,000 

7 ^ 

M-COM Attacker^ 
Medal ' . ■ : 

— •— -— ^ 

i, Obtain the M-CDM Attacker 

Ribbon 30 times 

2Q'D^^ W 

■■ : "rf ■' ■■:v;.:'^-'.:.'-M'..' "''l.rift 

Jet Service Medal 

Spend 20 hours in Jets 

20,000 


M-CDM Defender 
Medal 

Obtain the M-COM Defender 
Ribbon 30 times 

20,000 

Stationary Service 
Mliai 

Spend 2 hours In stationary 
weapons 

20,000.* 


I 

I 

1 
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giilgatiws: :: : 

IMAGE 

NAME 

UNLOCK CRITERIA 

DESCRIPTION 


Sprinft 

! Ranks 

■;a 

i fr*i- L‘ . j_ ’ r- 1 ._ j_ £ il 

Lightweight load-bearing equipment that reduces soldier fatigue and allows a higher 



[Pr!V3t8 FllSt CEdSS IJ 

bpi II it ^pBbU. 

$ 

Ammo 

Rank 5 

[Lance Corporal] 

Additional MOLLE tactical ammunition pouches allow the player to carry a greater 
amount of primary and sidearm ammunition. 


Flak Jacket 

Rank 8 

Reduces the damage taken from explosives and shrapnel hy providing additional 


[Lance Corporal III] 

coverage to high-risk body parts. 


^ — i 

Explosives 

Rank 11 

[Corporal II] 

An EDO vest that increases the total amount of explosive and rocket ammunition. 


Suppression Resist 

Rank 14 

[Sergeant 1] 

The combined effect of field experience and advanced training reduces the suppressive 
effect of incoming rounds. 




Suppression 

Rank 17 

[staff Sergeant] 

Advanced marksman training gives the soldier's rounds a greater suppressive effect on 
his targets. 

0' 

Srenades 

Rank 20 

[Gunnery Sergeant] 

Additional MOLLE grenade pouches allow the soldier to carry a larger amount of hand 
grenades and 40mm grenades. 


Squad Sprint 

Rank 23 

(Master Sergeant] 

Lightweight load-bearing equipment that reduces soldier fatigue and allows a higher 
sprint speed. This specialization will be granted to your entire squad, 


- ' 

Squad Ammo ~ 

Rank2G 

Additional MDLLE tactica! ammunition pouches allow the player to carry a greater amount of 

. wk"" 

[First Sergeant] 

primary and sidearm ammunition, This specialization will be granted to your entire squad. 

% 

Squad Flak Jacket 



Rank 2S 

[Master Gunnery Sergeant] 

Reduces the damage taken from explosives and shrapnel by providing additional 
coverage to high-risk body parts. This specialization will be granted to your entire squad. 


Sqiiad Explosives 

Rank 31 

[Master Gunnery Sergeant !fl 

An EQD vest that Increases the total amount of explosive and rocket ammunition. This 
specialization will ba granted to your entire squad. 


Squad Suppression 

Rank 33 

[Sergeant Major I] 

'Advanced marksman training gives the soldier's rounds a greater suppressive effect on 
his targets. This specialization will be granted to your entire squad. 


Squad Suppression Resist 

■■ fi- ■ ■ . ;ig. ; 

Rank 35 

[Warrant Officer One] 

The combined effect of field experience and advanced training reduces Ihe suppressive 
effect of incoming rounds. This specialization will be granted to your entire squad. 

a 

Squad Grenades 

. Rank 37 

[Chief Warrant Officer Three] 

Additional MOLLE grenade pouches allow the soldier to carry a larger amount of hand 
; grenades and 4Dmm grenades. This specialization will be granted to your entire squad. 


Bastd^ci Tatcis TLeftl 

1 f 5 ,L.- •• V- J '■ -.1 r ^ -T- 

DOG TAG 

NAME 

CRITERIA 

CD 

Carbine OcgTag 

Obtain Carbine Efficiency Ribbon 10 Times 

cS 

•Lf^hf MaQhine Gm 

Qbtaifi .bight Machine Diih Efficiency Rfbbon IQ limfiE 


Sniper Rifle Dog Tag 

Obtain Sniper Rifle Efficiency Ribbon IDTimes 

CDi- 

Handgun Deg Tag ‘ ' 

- ^ r ... : 

Obtain Handgun Ribhdh ICfT^es 


Shotgun Dog Tag 

Obtain Shotgun Ribbon ID Tmes 


.PBWDeg^g “ - ' 

OWniW tobiT T>i^^ 

■ :;L', l. 


Melee Dog Tag 

Obtain Meiee Ribbon 10 Times 


AnrffVeNicle DogTag . 

Obtain AjiIt Vehicle Mon 10 Tlm^ 

■ : - — ■■■■ r : y ■■■■ , ■ .. ixj ■- :■ ^ — - : .. ,. - 


Accuracy Dog Tag j 

Obtain Accuracy Ribbcn ID Times 


r “ vt - ’ ■* - 1 

AvecgsF Dog Tag \ -f s ' 

. .-v““ . .I-IT:;.::.' V! 

■ ■■ •• •• ’"S ■■ 

Obtain .Avenger Ribbon 10 Times 

' ■ ■■= -V 


i 

Savior Dog Tag i 

Obtain Savior Ribbon 10 Times 


Nefhasis'DogTag ^ -/I i 

'’d' "vt'r ‘n ^ 1 

Obtain Nemesis Ribbon ID Times ' .. 


i 

Suppression Dog Tag 1 

1 

Obtain Suppression Ribbon ID Times 


MVPDogTbg ^ J 

'obtain MVP Ribbon ID Times - = ■ - 


2nd MVP Dog Tag j 

Obtain 2nd MV'P Ribbon ID Times 


3rd MVP Dog Tag : 

1 Obtain 3rd MVP Moil 10 Times 


Ace Squad Dog Tag l 

... - , . ...p . .. 1 

Obtain Ace Squad Ribbon ID Times 

-4S. 

TcanspDitVV^ffareDogTag ^ 

Obtain Transport Wadiam Ribon 10 Times - ‘ 


= : : j 

Armoned Viterfane Dog Tag i 

Obtain Armored Warfare Ribbon 10 Times 


StSionarv' Oba tag >>#“4 

t ■ ■ -.ss; " ^ . - . ^ ■ 

Statibnan/ Ribboo IQ Timss 


Air Warfare Dog Tag j 

Obtain Air Warfare Ribbon ID Times 


....... - ^ 

■M-Com AtfeckerOogTag . 'C\ 

Obtain MTIom' Attacker Ribbon 10 Times ^ V 


M-Com Defender Dog Teg ! 

• -Ay; ■■ . • .. • | 

Obtain M-Com Defender Ribbon 10 Times 


RusfvVijiineftQgTag " " . 1 

' Obtain i^h. Wimer Ribbon 10 Timas 


1 

Conquest Winner Dog Tag 

Obtain Conquest Winner Ribbon 10 Times 


• ^ :■ ■ .. •• T i 

jTegmDeathsriatGhWinffel^gT^^ ■ 

toain Team Eteathmctfch Winner Ribbon ,1Q Tiiiios 


1 Squad Rush Winner Dog Tag 

Obtain Squad Rush Winner Ribbon ID Times 


i Gqubd .Deattim^h . Wjnfier 0dg Tbfl 

L.... — — 

. -of '^.I ■ . xfs . ■ . . 

Obtain^Sqyad D$#imafch Winner Riljen tp Times 


L' 




■ ■.'■ . 4. ■ ’ ■ . . V'. ■, 

DOG TAG 

NAME 

CRITERIA 

CD 

Rush Dog Tag 

□btain Rush Ribbon ID Times 


Conquest Dog Tsg 

Otrlain Conguest Ribben ID Times ® 

CD 

Team Death match Dog Tag 

Obtain Team Deattimafch Ribbon ID Times 


Squad Rush Dog Tag 

Dbia^ Sgyad Rush Ribbon 1Q Times 


Squad Deathmatch Dog Tag 

Obtain Squad Dasrthmafeh Ribbon 10 Times 


Flag Attacksr Dog Tag 

Obtain Flag Attacker Ribbon 10 Times 


Rag Defender Dog Tag 

Obtain Fag Defend er Ribbon ID Timas 

1^1^- 

Resupply Dog Tag 

Dblain Resupply Efficiency Ribbon 10 Times 


Maintenance Dog Tag 

Obtain MainfensncE Efficiency Ribbon 10 Times 


Msdi-oaiDogTag 

Obtain Medical Efficiency Ribbon 10 Times 


Surveif lance Dag Tag 

Obtain Survailiance Efficiency Ribbon 10 Tmes 


Rtvate First Class Dog Tag 

Reach rank Privste first Class 


Private First Class 1 Star Dog Tag 

Reach rank Private First Class 1 Star 

CD 

Prtvale Rest Class 2 Star Dog Tag 

Reach rank Private firaf Class 2 Star 

to 

Rnvafa Rrst Class 3 Star Dog Tag 

Reach rank Private first Class 3 Star 


Lartce Corporal Dog Tag 

Reach rank Lance Corporal 


Lance Corporal 1 Star Dog Tag 

- ■ u J'-._M.,njr.JHi,v_. 1 .. .J 1 . . 1. 

Reach rank Lance Corporal 1 Star 


Lance Ccrporal 2 Sfsr Dog Tsg 

■Reach rank Lance Corporal 2 Star 

dT 

Lance Corpora) 3 Star Dog Tag 

Reach rank Lsnee Corporal 3 Star 


_ 

Corporal 1 Star Dog Tag 

hgscti roriK LtlitpcrS! 

Reach rank CorpanallSfar 


Corporal 2 S^rDogTag 

Reach rank CoipDral 2 Star 




im 

Corporal 3 Star Dog Tag 

Reach rank Corporal 3 Star 


. 

Ddflr'h fnnly QcrnD-Dn'l" 


tael yeartr tjug isg 

i qI eIs u^l'^tjuP rl 

ilp) 

Sergeant 1 Star Dog Tag 

— 1"^ ^ — 

Reach rank Serge.ant1 Star 


Sergeant 2 Star Dog Tag 

Reach rank Sergeant 2 Star 


E'ergeant 3 Star Dog Tag 

Reach rank Sergeant 3 Star 


Staff Sergeant Dog Tog 

Reach rertk Staff Sergeant 


344 


primagamss.com 





DOe TAG ■: 

«AME 

CRiTERlA 1 

€B 

Staff SErgEanfl Star Dog Tag 

Reach rank Staff Sergearrf 1 Star 

CIS 

Staff Sergaant 2 Dog Tag : 

Reach rank St^ Sergeant 2 Star 


Gunnery Sergeant Dog Tag 

Reach rank Gunnery Sergeant 


Gunnery Sergeant 1 Star Dog Tag 

Reach rank Gunnery Sergeant 1 Star 


Gunnery Sergeant 2 Star Dog Tag 

Reach rank Gunnery Sergeant 2 Star 


Masfer Ser^rlt Dbg T^g " 

Reach rank Master Sergeant 

cSd 

Master Sergeant 1 Star Dog Tag 

Reach rank Master Sergeant! Star 


[vlaster Seng tot 2 Star Dog Tag 

:. .: .St. ■, ... • -. - ' • 

Peach rank Master Sergeant 2 Ster 


Rrst Sergeant Dog Tag 

Reach rank First Sergeant 

^C5> 

Rrst Sergeant 1 Star OnQ Tag 

Reach rank Rrst Sergeant 1 


Rrst Serigeart 2 Star Dog Tag 

Reach rank Rrst Sergeant 2 Star 


Master Gurinery Sergeant Dog Tag 

Re^ch rank Master Gunnary Sergeant 

C) 

Master Gunnery Sergeanrt 1 Star Dog Tag 

Reach rank Master Gunnery Sergeant 1 Star 


Master Gunnery SergGarTt 2 star Deg Tag 

Reach rank-Maeter Sunnery Sergsant 2. Star 


Sergeant Major Dog Tag 

Reach rank Sergeant Major 

;'J^^ 

Ser^geart Major 1 Star Dog Tag 

L . . . • ... .■..'■. 

Peach rank Sergeant Major 1 Star 


Sergeant Major 2 Star Dog Tag 

Reach rank Sergeant Major 2 Star 


V\ferTent Ofiieer One [tog Tag i ' 

t^ekch rank Warranf Dfhcsr One 

- .VX •’ . & 


Chief Warrant Officer Two Dog Tag 

Reach rank Chief Warrant Officer Two 


Dtiief W^rraft pfficer Ttinse.DpgTei 

Reach rank Chi^^Trant Officer Three 

’ . . . .JL « 


Chief Warrant Officer Four Dog Tag 

Reach rank Chief Warrant Officer Four 


Chief WPiraritDff^f!^ 'F:: ^ 

Peach rank Chief Warrenf Officer Five 

.-.ys'i' . -■: 

is 

Second Li eutanarrf Dog Tag 

Reach rank Second Lieutenanf 

^1 

Ri^UeiitBnMGQg^Tag j- ' 

Readi-rank Ffst tet^nt — . 


Captain Dog Tag 

Reach rank Captain 


MejocDog Tag • ' , 

- : - ::- - • --■•■> 5 

Reach reek Major ,, 


UEutETiafTt ColonGl Cog Tag 

Reach rank Lieutenant Col-onei 

K): 

. ■ ' 

:AssauitDogTag ■ / 

■Qhfeal A^.ult Service Star t 

!l^S 

Engineer Dog Tag 

Obtain Engineer Service Star! 


'Gupport OogTag ; 

Dfafain Support Service StarJ 


Recon Dog Tag 

Obtain Recon Service Star 1 


DICE Pag Tag 

Tfle wearer of tiis tag contribirleci to making llils.gams 


Co-op Dog Tag 

Obtain Co-op Service Star 1 


M16 Pmlidr^cyODg Tag ■ 

Obta’hMIG Service Star! 


AK74M Proficiency Dog Tag 

Obtain AK-74M Ser\'ice Star 1 

:f^-:-L--v;M-^y|j^ . .. 

40MMGL FViffici^hcy Oog Tag 

DWain^OMMGLSe^-icestarl 

:a. 


AEK-971 Proficiency Oog Tag 

Obtain AEK-971 Service Bfer l 

'1^0 

Af^Ml^fi[|eficv DogTag 

Obtdrr AN^S4 Service. Star J 


KH2DOO Proficiency Dog Tag 

Obtain KH2QOO Service Star 1 


MAIGProfieenty DogTag;/; ... 

Obtain MB Service ^r1 


Mortar Oog Tag 

Dbtsir M224 Mortar Meda! 


f 20QP Prpftobncy Dog Tag 

Db|alh,F20QQ Service Start ' . 

f!?) 

G3A3 Proficiency Dog Tag 

□btain G3A3 Service Star 1 


^M4ATProfi0enc^OQ| Tag 

..;;; 

Obtain M4A1SiriHGe Star / -■ 


AKS-74U Proficiency Dog Tag 

Obtain AK3-74j Service Star! 


SMAWPriofictGrlcyDbgTag ^ 

Obtain SMAWSeMce Star 1 Tt'/ 


RPG-7V2 Proficiency Dog Tag 

Obtain RPG-7V2 Sarvice Star 1 


pmfici^ncy Oog lag- ' 

.. •■■ ’. 

Obtain G3Bc Service Star 1 

cs 

SCAR-H COB Proficiency Dog Tag 

Obtain SCAR-H CDS Service Star! 


JAVPiAmivOagTag 

^ ■■■■ -. :...;-:::gL- ^ — r ,rf- -; 

dlMT.FGM448 MJ Service Star 1 


OOG TAG 

NAME 

CRITERIA 1 


RM-92 Stinger AA Proftciency Dog Tag 

Obtain FlM-92 Stinger AA SeTvice Star! 


SA18 1GLA AA Ptcficiericv Dog Tag 

Dtjtein SAia (GLA AA SeAfte Ster 1 


Ml 5 AT Minss Proficiency Dog Tag 

Obtain M15 AT Mines Service Star 1 


I6BB3 Proficiency Dog Tag 

Ctofain SG553 Service Star 1 


M27 ^ Pruficiency Dog Tag 

Obtain M27 lAR Ser\'ice Star 1 


RF^74M FMcfency Oog Tag 

Obtain RFK-74M Service Star 1 


M240B LMG Proficiency Dog Tag 

Obtain M240B LMiG Service Star 1 


M249 Pmficfency Dog Teg 

Obtain M249 Service Star 1 


MEDE4 Prefidency Oog Tag 

□htain MG0E4 Service Star! 


PKP P^cheri^ Pmfidency Dog Tag 

■ 

Obtain PKP Pecheneg Service Star 1 


Type 33 LMG Pruficiency Oog Tag 

Obtain Tyoe 36 LMG Service Star 1 


MKH Mod 0 Proficiency Dog Tag 

GbiainMKIl Mod DSoxice star 1 


SVD Pruficiency Dog Tag 

Obtain S\T) Service Star 1 


SKS PmfidEncy Dog Tag 

Gbta.in SKS Seivics Star! 


SV9B Pruficiency Dog Tag 

Obtain SV36 Service Start 


M3S8 PruFidancy Dog Tag 

Obtain M93B Service Star 1 


M40A5 Proficiency Dog Tag 

Obtain M4QA5 Service Star 1 


MDAV Prohdeecy Oog Tag 

Obtain MUAV Service Star 1. 


C4 Expl Prufi ci ency Dog Tc g 

Obtain C4 Expl Service Start 


Laser Rangefinder Proficiency Dog Tag 

Obtain Laser Rangefinder S ervice Start ^ 

f*t)l 

M18 Claymore Proficiency Dog Tag 

Obtain M18 Clsymcne Service Star! 


M39 MBR F^ofideiiCY Dog Tag 

[fefain M39 M0R Service Star 1 


M93E PruficiEncy Dog Tag 

Obtain M98E1 Service Star 1 

jlf^ 

MP443 Ptofidency Oog Tag 

Obtain MP443 Service Star! 


Gta Proficiency Dog Tag 

Obtain G13 Service Star 1 

-ITO 

44 Magnum Frohdency Dog Tag 

!S!. 

Obtain .44 Magnum Service Star 1 

.•Jk: 


G!7C Proficiency Dog Teg 

Obtain G17C Service Star 1 


M9 Suppressed Pmficiency Dog Tag 

Obtain M9 Suppressed Se/vioe StarT 


MP443 Suppressed Prohciancy Dog Tag 

Obtain MP44S Suppnseeed Bervice Star 1 


M^311 Proficiency Dog. Tag 

Obtain M13tl Service Star 1 


S3R Proficiency Dog Tag 

Obtain 93R Service Star 1 

tS) 

MP412REX Pruficiency Do-g Tag 

Obtain MP412 REX Service Star 1 


PDW-R Proticiancy Dog Tag 

□btain PDW-R Service Star 1 


PP-20GQ Pruficiency Oog Teg 

Obtain PR20D0 Service Star T 


UMP4b Prahciency Dog Tag 

Obtain UMP45 Service Stsrl 


PSD Profidenev QaaTao 

Obtain PSD Service Star 1 





MP7 Proficiency Dog Tag 

Obtain MP7 Service Star 1 


S70MCS Pfofidency Dog Tag 

Obtain 870MCS Service Star 1 


I DAO-12 Prufi cency Dog Tag 

Obtain DAO-12 Ser\1ce Star 1 


M1QM- Pruficiency Oog Teg 

-0 btain M1D14 Service Staf 1 


USAS-12 Prohciency Dog Tag 

OWain USAS-12 Service 5tsri 


SAIGA VK Proficiency Dog Tag 

Obtain SAIGA 12K Service SWl 


Main Battle Tank Praficier\cy DogTsg 

Obtain Main Battle Tank Service Stcrl 


infentry fighting Vehicfe Proficiency Dog Tag 

Obtain infanfry Fighting Vehide Service Star 1 


AA Vehicie Profidency Dog Tag 

□btc in AA Vehicle Seivice Star 1 


Attack Helicopter Proficiency Dog Tag 

Obtain Attebk Helicc-pter Service Star 1 


Scout Heficopter Prohciency Dog Tag 

Obtain Scout Helicopter Service Starl 


Jet Riot Profidency Oog Tag 

Ifclain Jet Pilot Service Starl 


Assault Rifle Oog Tag 

Obtain Assault RHTa Ribbon ID Times 


AS-V^ Profidercy OegTag 

Ctotain AS^Va! Service Star 1 







Cartine Mastery Dog Tag 


Obtain Carbine Medal 1 time 


Puh Ma^ry DdgTag 


Obtain pgfttiMar^iina OUn ^Med^ 1 Hme 


Cainnel Sarvice Star 10 Dag Tag 


Sniper Rifle Mastery Dog Tag 


Colanef Beritce Star 25 Dog 


Obtain Coionel Service Star 25 


Rahdgyn i^sfery Dog Tag 


Obtain Handgun HetJal 1 time 


Colonel Service Otar 50 Dog fsg 


Obtain Cglonal Service Star 50 


Shotgun Mastery Dog Tag 


Obtan Cof-anel S^vice Star 1DD 


Obtain Shotgun Medal 1 time 


Colonel Service Star fllO Qog Tag 


Assault Service Star 5 Dag Tag 


Obtain Assault Service Star 5 


Melee Mastery Dog Tag 


Obtain Melee Medal 1 time 


Assaiit Service Star tO Dog Tag 


Obtain Assault Service Star 10 


Obtain Anti Vehicle Medal 1 time 


Assautt Service Star 25 Dog Tag 


Obtain Assautt Service Star 25 


Accuracy Dog Tag 


Obtain Accuracy Medal 1 time 


Assadt Service Star 50 Dug Tag 


Obtain Assault S ervice Star 5G 


Avenger Dog Tag 


Obtain Av^uer Meda! 1 time 


Obtain Assault Service Star 100 


Assautt Service Star 100 Dog Tag 


Savior Dog Tag 


Obtain Savior Medal 1 time 


Engineer Service, Star 5 Dog Tag 


Obtain Engineer Service Star 5 


Obtain Engineer Service Star 10 


Engirresr Service Star 10 Dog Tag 


Buppresstan Dug Tag 


Engineer Service Star 25 Gr^ Tag 


Obtain Engineer Service Star 25 


DlJtainMVPHeddlfc 


Engineer Service Star 50 Oog Tag 


Obtain Engineer Service Star 50 


Engineer Service Star 100 Dog Tag 


Obtain Engineer Service Star 100 


3rd MVP Dog T^: 


Obtain 3rd tdVP Medal } time 


obtain Support Service Star 5 


Support Service Star 5 Dog Tag 


Ace Squad Dog Tag 


Obiair^ Support Service Star 10 


Support Service Star 10 Dog Tag 


CsEtibat^Efftclatcy Oog Tag 


Obtain Combat Effidency M^al 1 ttme 


Obtain Support Service Star 25 


Support Service Star 25 Dog Tag 


Transport Warfare Dog Tag 


Obtain Transpnrt Warfare Medal 1 time 


SuppHt SeA^lce Star 50 Dog Tag 


Dbtain Support Service Star 50 


Airnor V^rfeteDug Tag 


Obtain Armor Warfare Medal 1 lima 


Support Service Star 100 Dog Tag 


Obtain Support Service Star 100 


Air Warfare Dog Tag 


Obtain Air Vlterfare Medal 1 tim’ 


Recon Service Star 5 Dog Tag 


Obtain Recon Service Star 5 


Obtain Stationary Medal 1 time 


Recon Service Star 10 Deg Tag 


Obtain Recon Service Star ID 


M'Com Attacker Oog Tag 


Obtain MCom Attacker Medal 1 lime 


Recgh Service Star 25 Dog Tag 


Obtain Recon Service Star 25 


M-Coin Qefebdef Dog Tag 


Obtain HDom Dafandar Medal 1 time 


Obtain Racan Service Star 50 


Rscen Service Star 5D Dog Tag 


Ruab Dog Tag 


Obtain Rush Medal 1 time 


Obtain Recon Service Star 100 


Recon Service Ster 100 Dog Tag 




Obtain Tank Service Star 5 


Team Deathmatch Dog Tag 


DblainToam Deathmatch Medal 1 time 


Obtain Tank Service Ster 10 


Tank Service Star 10 Dog Tag 


Obtain Squad Rush Medal 1 time 


Tank Service Star 25 Dog Tag 


Obtain Tank Service Star 25 


Squa d Deathmatch Dog Tag 


□bfain Squad Deathmatch Medal 1 time 


Tank Service Star 5D Deg Tag 


Obtain Tank Sarvica Star 5D 


Obtain' flag Attacker Medal 1 time 


Tank Service Star 100 Dog Tag 


Obtain Tank Service Star 100 


Flag Defender Dog Tag 


CiKip Service Star B Dug Tag 


Dbtain Coup Service Star 5 


Obtain Co-op Service Star ID 


Co-op Service Star 10 Dog Tag 


Maintenance Dog Tag 


Obtain Maintenancs Medal 1 time 


Cmp Service Star 25 Dag Tag 


Obtain Co-op Service Star 25 


Obtain Co-op Service Star 50 


Co-op Service Star SO Dog Tag 


Dbtain MIB Service Star 5 


Surveillance Dog Tag 


Dbtain Surveillance Medal 5 times 


NIB Master Dbg Tag 


M224 Mortar Proficiency Dog Tag 


Obtein Mortar Medal 1 time 


Dbtain AK-74M Sei\ca Star 5 


AK-74M Master Dog Tag 


Obtain Laser Designator Medal 5 times 


Dbtain 40MNSL Service Star 5 


Laser Designator Dog Tag 


40MMDL Master OPg Tag 


jyfiSCIap^mDQgT^ 


Dbiarn AEK-971 Service Star 5 


Obtain MIS Cigymore Medal 1 time 


AEK-971 Master Dogleg 


Radio Beacon Dog Tag 


Dbtain Radio Beacon Medal 1 time 


AN-94 Master Dog Tag 


Obtain US -Sarvicie Medd 


Dbtain KH2D00 Service Star 5 


IE S®ytee Ocg Tag 


KH2GDD Master Dog Tag 


DHaih M41G Service Star 5 


Dbtain RU Army Service Medal 


RD Army Service Dog Tag 


Assault tevfce Do.g Tag 


Obta-n M2 24 Mcrtar Medal 


Obtain Assault Service. Medal 1 lime 


M224 Morfer Master Dog Tag 




Obtain Engineer Service Medal 1 time 


F2000 Master Dog Tag 


Dtriasn F20GQ Service Star 5 


Engineer Service Dog Tag 


Support Servee Hedaf 1 time 


G3A3 Master Dog Tag 


Obtain G3A3 Service Star 5 


Obtain Recon Service Medal 1 time 


M4A1 Master Deg Tag 


Dbtain lvt4A1 Service Star 5 


Recon Service Dog Tag 


Dbtain AKS’74u Service Star 5 


Gbt,ainTar^ Seryiae Medaj.1 lime 


AKS-74U Master Dog Tag 


iiuit: 


Heficopter Servfce Dog Tag 


Obtain Helicopter Service Medal 1 time 


Dbtain SMAW Service Star 5 


^Service Dog Tag 


ObtBin Jet Servfee Nedaf 1 iPie 


RPG-7V2 Master Dog Tag 


Obtain RPG-7\^2 Eler\1cB Star 5 


Obtain Statonary Service Medal 1 tme 


Dbtain 636c Service Star G 


Statenary Service Dog Tag 


G3Bc Mastur Dug Tag 


Second UeutenantOogTag 


□□tain SCAR-H CDS Service Star 5 


Dbtairi FGM-14B JAV Service Star 5 


Rrst Lieutenant Dog Tag 


Reach rank First Lieutenant 


FGM448 JAV Master Dog Tag 






Explain Dog Tag 


Reach rpnk Captain 


RM-SS Stinger AA Master Dog Tag 


Dbtain RM-92 StngarAA Service Star 5 


Dbtain SAT8 IGLA AA Service Star 5 


Reach rank Major 


SA13 [GLA AA Master Dog Tag 


Major Deg Tag 


Dbtair) M15 AT Mines Service Star 5 


Colonel Dag Tag 


Dbtain SG553 -S^ice Star 5 


QOG TAB 


DDGTAE NAME 


CRITERIA 






k 


I 

* 


pnmagarnes.oom 








feivancecl 


Obfained by puFchesing itie Dog teg DLC padoge 


Obtainad by purchasing the Dog tag DLC package 


and Countrig Dag Tag 


DbteinHl by purchasang the Dt^ tag DLC packays 


Bilnper of Death Dog Tag 


Cause of Death Ocg Tag 


Obtained by purchasing the Dog tag DLC package 


Obtained by purchasing the Qog tag DLC package 


More OiPOsaurs Dog Tag 


Haggard Dog Tag 


Obtained by purchasing the Dog lag OLC package 


Obtained by pyrchasingttia Dog tag CCC package 


Varrr Dog Tag 


Obtained by purchasing the Dog tag DfJC package 


□btained by purchasing the Dog tag DiJC package 


Heed tor Speed - The Sun Dog Tag 


Battleheld Piay4Free Dog Tag 


From the Play4Frea remakB of the classic BF2 


A gift- from the Mass Effect 3 develn pfiiant team 


N7 Dog Tag 


A gift from the Mass Effect 3 development teem 


The wearer of this tag corMiuted to making this game 


Dice Dey Team Dog Tag 


The wserer of this is a .grizzled Battlefisld Veteran 


! ilU -U-liftitJ i ) 


The wearer of this !$ a grizzled BatHefieSd Veterar^ 


The wearer of th-s is a grizzed Battlefield Veteran 


Battiefield Bad Company Dog Tag 


The wearer of this is a grizzled Battlefield Veteran 


Sattlefield Bad Company 2 Oeg Tag 


The wearer of this is s grizz'ed Battiefield Veteran 


BetHefield 2 Bog Tag 


The waarer of this is a grizzlEd Battiefieid Veteran 


Barttleheld Vietnam Oog Tag 


Win sn official toumamenf 


Tuumament Wnner Dog Tag 


Be runner up in an offioallDurnament 


Tournament Runner Op Dog Tag 


Be thin: place in an officia'ilauTnaTnent 


Tournament 3rd Place DsgTag 


Obtain Assault Rlfls Medal S times 


Assaulf Rifle Mastery Oog Tag 


Attack Helicopter Service Star 5 Bog Tag 


Dbtain Attack Helicopter Service Star 5 


Obtain Attack iTeiicoplar Service Star 1D 


Attack Helicopter : Service Star 10 Dog Tag 


Attack Helicopter Service Star 25 Dug Tag 


Dbtain Attack Haiicopter Service Star 2B 


Attack Helicopter Service Star 5D Dog Tag 


Obtain Atfad< Helicopter SsfvIgs Star 50 


Obtain Attack Haiicopter SarvicG Star IDO 


Attack Helicupter ServicE Star 100 Dog Tag 


ScrDot Heli Service Star B Deg Tag 


Dbtain Scout Hail Service Star 5 




Obtain Scout Heli Service Star 10 


Scout Heli Service Star ID Dog Tag 


Scout Heli Service Star 25 Dog Tag 


Dbtalh SCGLrt Hell Service S^r 25 


Scout Heli Set%'ice Star SO Deg Tag 


Obtain Scout Hefi Service Srar 100 


Scoiuf Heli Service ^r tOD Dog Tag 


Obtain !FV Service Star 5 


IFV Service Star 5 Dog Tag 


Obtain IFV Service Star 10 


Dbtain Ipy Service Star 25 


Dbtain IFV Smc& Star 50 


Obtain IFV SEr\ice Star 100 


IFV Service Star IDD Dog Tag 


Ootain JetSeMca Star 5 


Jtet Service Star 5 Dog Tag 


Obtain Jet Service Star 10 


Jet Service Star TD Dog Tag 




Qbtain Jet Service Star 25 


Jet Service Star 25 Dog Tag 


Obtain Jet Service Star 50 


Dbtain Jet Service Star 1QQ 


Jet Service Star 100 Dog Tag 


Dbiah AA Service Star 5 


AA Service Star 5 Dog Tag 


Dbtain AA Service Star TO 


AA Service Ster U Dog 


Obtain AA Service Star 25 


AA Service Star 26 Dog Tag 


Ob(t?in AA Service Star 60 


AA Service Star 5D Qog Tag 


Dbtain AA Service Star TDD 


AA SarvicE Star 1QD Dog Tag 


AS-Vaf Mastery Dog Tag 


Obtain AS-Val Service StarTG 


Equip ^nur Battlefield 3 soldier with this Razer Serpent 


Razor Seqjent Dog Tag 


Pop Tag pruvided e)tclusiyah/ by Razer 


Pruvided sxdusK'^ 


CRrTEHlA 


DOG TAG NAME 


aOG TAG : NW4E 


CRITERIA 



H27 lAR Master Dog Tag 

Obtain M27 lAR Service Star 5 



Otitein RP1C74M S^cs Star 5 


MasTBrung lag 

....... 


1 

M240B LMG Master Dog Tag 

Obtain M240B LMG Service Star 5 

. 


" ■ 

M243Ntastsr.DqgTag 

Obtain M249 Service Ster 6 

f 

J 

M6QE4 Master Dog Tag 

Obtain M60E4 Service Star 5 


■ : ■ - '■ ■■ ■ ■ ■ ■' 

PkP Pecher^g Master Dog Tag ' ^ ■ 

. . : :,T^r 

Dtein PKP Pecheneg Service Star 5 


Type 33 LMG Maalar Dog Tag 

Obtain Type GG LMG Service Star 5 


MKIlMod 0 MasterOogTag 

Obiain NKlt Mod D Service Star 5 


SVD Master Dog Tag 

Obtain SVD Service Star 5 


SkGlfeeferDpg tag 

Obtain SKS Service Star 5 ^ 


SV98 Master Qog Tag 

Ofataiin BVS3 Service Star 5 



■ ' 


iM9®l^»DoaTag 

Db1ainM9SBServrcsStarB ‘ ‘ ~-i-: ^ 



. ■ - 


M4DA5 Master Dog Tag 

Obtain M40A5 Service Star 5 


1 * u J|S> ; ' * ... 

MAV Master Dog ; 



.UiUFiiaii j ljui. iup risyci 


C4 Expl Master Dog Tag 

Obfatn 04 Expl Service Star 5 




') 

Laser Rangefinder Master Dag Tag "-#- 
: *¥.. ... .. 

Oblalii. L3as.efOesgn3fDr Medial 




M 10 Claymore Master Dog Tag 

Obtain MIG Oaymors Service Star 5 





M39 MBR Ma^rObgtag • ■ ; 

Obtain M39 MER Service, Star 5 

c> 

MP443 Master D[}g Tag 

Obtain MP443 Service Star 5 


G16 Master .Dog Tag 

Obtain. S18 Biryice Ste.f 5 


,44 Magnum Master Dog Tag 

Obtain ,44 Magnum Service Star 5 


GT7C Master Dog T^g ' jjT h 

Ojjte.lri G17C Service Star 5 


M9 Suppressed Master Dog Tag 

Obtain MS SupprEssed SEfvicE Star 5 


MP443 Suppressed.MaetBr.DogTag 

Obtain MP443 Suppressed Service Star S- 





M9 Master Dug Tag 

Dbtain M9 Service Star 5 

lE) 

M19TT Master Ddg Tag 

Obtain M1911 Servrc.e Star S 


93R Master Dog Tag 

Obtain 33R Service Star 5 


MR4T2 Mdstsf Qoa Taa 

Obtain MP412 REX Service Star 5 





PDV^-R Master Dog Tag 

Obtain PDW-R Service Star 5 


■PPs-2DD0 Mastet Qoq Taq 

Obtain F'P-2000 Service Star 5 



.... ... 


UMP-45 Master Dog Tag i 

Obtain UMP4G Service Star 5 


P9G Master Pcjgleg ' ■■ 

.... . • . .-jcvv 

Obtain PaOSeree Star i 


MP7 Master Dog Tag 

Dbtein MP7 Service Star 5 


87DMCS Master Dgg Tag . 

.OISairaffDMCS SsiVice ^r£ 

i.iw/ 

DAO-12 Masts r Dog Tsg 

Obtain DAO-12 Service Star 5 


M1014 Master Qog Tag -. j 7 -. ' . ... 

; Qbtain M514 Servfce Star 5 


USAS-12 Master Dog Tag 

Obtain U3AS42 Service Star 5 


GAGA 12fC'MacferQog Tag i 

■ Otflan SAIGA 12K Service Star 6 _ J 

' - ......... .. .. ■ — •fO'Viv ii 


Main Battfe Tank Mastery Dog Teg 

Dbtein Mam Battle Tank Sen/ice Starl 


iniartiry Fighting Vehicle Mastery Dog Tag 

Obfoin Jnf altry Bating Vebicie^ SetViCB Star i 


AA Vehicle Mastery Dog Tag 

Obtain AA Vehicle Service Star 1 


: ... ... .. .. ... .. . 

Obtain Attsd(Helieo|jlEr Service Stafl 


Attack Helicopter Masi^ Dog Tqg . • ;i 


Scout Helicopter Mastery Oog Tag 

Dbtain Scout Helicopter Service Star 1 

1^' 

TfefPIlof Mastery Oc^ Tag . 

OtMi Jet at 8gvi& Star 1 ;;;f ' 


Alienwa re Teeth Dog Teg 

Provided exclusively by /^ienware 


.SWdlf Moon Deg Tag ^ ■: , 

;Dr- Pepper profnotiond offer ’ - /f ‘ 


Byef(itl\'QogTag 

Dr, Pepper promotional offer 


^RoerDaglag- ' 

Dc F^pper prermotronaf offer p 


Pile G Bunes Dog Tag 

Dr, Pepper promctlonai offer 


iDpaner Dofl Tag 

■ ." -• 

Dr F^pper pramurioriai offer ■■ 





’ Had to be Snakes Dog Tag 

Provided e.xdusrvet/ by Air of ^tor 


iFleming Skull Dog Tag 

Provided exdusK#/ by Act 


Metal Dog Tag 

Provided exiduerveii by Act cf Vacf 


:Rabblf Duck log Tag 

Rmided 
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FlashForward 


CompletEd SempBr Rdelis 


Shtick Troop 


Survived the quake 


Rad Loot 


Found the nuke 


Failed to prevent the attack 


SacreBOOM! 




Captured Al Bashir 


Wanted: Dead or Alive 


Captured Kaffarov 


No Escape 


Not on my watch 


Protected Chaffin from the soldiers in the street in Operation Swordbreaker 


Killed the 2 soldiers before the building fell on them in Uprising 


Involuntary Euthanasia 


You cpn bi iny wingman anytime 


Completed Going Hunting in a perfect run 


Completed the street chase in All Russian in under 2 minutes 30 seconds without dying 


The Professional 


Scrap Hefal 


Shot out the 4 fights in 4 bullets in Night Shift 


Army of Daiirness 


Twofor 




Took a russian Oog Tag in the forest ambush on Rock And A Hard Place 


What the hell *are’*' you? 


Float li^Q a butterfly 


Took down the jet in one attempt in Rock And A Hard Place 




Practice makes perfect 


Headshot each of the targets in the gun range in Kaffarov 


Between a rock ancT a hard place 


□oh-rah! 


Completed the campaign story 


Semper Fidelia 


Compiefed the campaign story on Hard 


Reached the garage without going into man-down state in Hit and Run 


Push Dft 


In the nick of time 


Disarmed the bomb in under 2D seconds in The Eleventh Hour 




Completed the mission without losing a humvee in Operation Exodus 


Car Lover 


Completed the mission without using the fire extinguisher in Fire From The Sky 


Unteuchable 


Saved the hostages without alerting any enemies in Drop 'em Like Liquid 


Bullseye 


Reached the VIP without setting off the alarm in Exfiltration 


Unlocked all unique co-op weapons 


Two-rah! 


Completed all co-cp missions 


Completed all co-op missions on Hard 


Ajrmy.of'Tw# 




Vehicle Warfare 


Support Efficiency 


Recifeved all 4 weapon efficiency ribbons 


Infanfly Efficiency 


Received one of each ribbon we have in the game 


Decorated 


Took your 


it's better than nothing! 


3rd MVP in a ranked match 


2nd MVP In a ranked match 


1st Loser 


Most Valuable Player 


MVP. in a ranked match 


Colonel 


Rank 45 achieved! 




Pifljmn'TrephY 


Coliect all other Battlefield Trophies 


TROPHY 


IMAGE NAME 


□ESCRIPTIDN 


348 


prlmagames.corn 





[CREOiTS; 


ji suiDE .// r 



PRiMA Official Game Guide 

Written by: 

□avid Knight G Sam Bishop 



PRIMA GAMES 

An Imprint of Random House, inc. 
3000 Lava Ridge Court, Suite 100 
Roseviile, CA 95661 

www.primagames.com 


The Prime Games logo is a registered trademark of Random House, Inc., registered in the United States 
and other countries. Primagames.com is a registered trademark of Random House, Inc., registered in the 
United States. Prima Games is an imprint of Random House, Inc. 


© 2D11 Electronic Arts Inc. Battlefield 3 and the DICE logo are trademarks of EA Digital Illusions CE AB. 
EA and the EA logo are trademarks of Electronic Arts Inc, All other trademarks are the property of their 
respective owners. 

No part of this book may be reproduced or transmitted in any form or by any means, electronic or 
mechanical, including photocopying, recording, or by any information storage or retrieval system without 
written permission from Electronic Arts Inc. 

’ Associate Publisher: Andy Rolleri 
Product Managers; Donato Tica and Fernando Bueno 
Design B Layout: Marc W, Riegel 
Additional Authoring: Ronald GafFud 
Copyedit: Sara Wilson and Off Base Productions 
; Manufacturing: Stephanie Sanchez . 

Prima Games and the authors would like to thank Kevin O'Leary, Gustav Enekull, Diego Jimenez, Tommy 
Rydiing, Owen Johnson, Daniel Davis, Lorraine Honrada and Jim Stadelman for their help and support 
throughout the process! 


Important: 

Prima Games has made every effort to determine that the information contained in this book is accurate. 
However, the publisher makes no warranty, either expressed or implied, as to the accuracy, effectiveness, 
or completeness of the material in this book; nor does the publisher assume liability for damages, either 
incidental or consequential, that may result from using the information in this hook. The publisher cannot 
provide any additional information or support regarding gameplay, hints and strategies, or problems with 
hardware or software. Such questions should be directed to the support numbers provided by the game 
and/or device manufacturers as set forth in their documentation. Some game tricks require precise timing 
and may require repeated attempts before the desired result is achieved. 


ISBN: 978-a-3a7-BSG48-1 

Printed in the Dnited States of America 

11 12 13 14 GG 10 9 a 7 B 5 4 3 2 1 


PRIMA Official Game Guide 


34S 





THE OFFICIAL DICE™ STORE 


FOR BATTLEFIELD 3™ WE DESIGNED THE VERY BEST APPAREL AND ACCESSORIES. PICKED FROM 
ONLY THE FINEST CUSTOM DESIGNED PRODUCTS, THIS UNIQUE RANGE WILL BE GROWING AND 
INCLUDES DESIGNS FROM ALL DICE™ BRANDS. THE CURRENT COLLECTION FEATURES A WIDE ; 

RANGE OF APPAREL TO SUIT ALL TASTES. BIG BOLD GRAPHICS, FULL-ON LOGOS, SUBTLE PRINTS & 

COOL DESIGNS ON T-SHIRTS, ZIP-THRU AND PULLOVER HOODIES FOR THE GUYS, SLIM FIT TEES, f 

j 



WE'MA'KE OESTRLTCTIQIV' - aScEPT NO JMITATIO'^S 


VEST TOPS AND HOODIES FOR THE GIRLS 


THE RUSSIAN 


HTTP://STDRE.DICE.SE 


© 2011 Eiectmnic Arts Inc, Battlefield 3^ FrostbH's and the OICE logo are trademarks of EA Digital Illusions CE AB, All other trademarks are the prapeiiy of fheir respective owners 
























THIS tS ONLY A CHOJCE SELECTION OF WHAT’S 
AVAILABLE FROM THE DPCE"“ STORE NOW. CHECK OUT 
THE FULL RANGE OF T-SHIRTS, HOODIES. DOG TAGS, 
PARACORD WRISTBANDS, KEYRINGS, POSTERS, 
BOOKS, FULL-SIZE SOLDIER PRINTS, RAZER™ 
ACCESSORIES. VAULTS AND MORE. YOU’LL ALSO FIND 
DESIGNS FOR MIRROR’S EDGE™, DICE™ & FROSTBITE™. 
USE DISCOUNT CODE 'PGBF3’ TO GET AN 
INTRODUCTORY 1 0 % OFF FOR THE FIRST 500 ORDERS 
PLACED BEFORE 1ST DECEMBER 2011. 






















































































caw QUEST 




W.SHTIOH 


VDV &-.;-ri> 

& f SiW 
h' -ll jf.ll h&iiip i 

is rvfl35 Kthnrt L>j?ielHr 






ISBN 978-0-307-89048-1 


780307 890481 


50694 48166 

U.S. $19.99 Can. $22.99 U.K. £12.99 Aus. $34.95 


.4^^- 




-in 












mom 




>1 Own the online battlefield with over 
200 pages of class-specific tactics geared 
toward aiding your squad and teammates. 


David Knight & Sam Bishop 


^ ©2011 EA DIGITAL ILLUSIONS CE AB. BATTLEFtELD 3 AND THE DICE LOGO ARE TRADEMARKS OF EA 
DIGITAL ILLUSIONS CE AB. EA AND THE EA LOGO ARE TRADEMARKS OF ELECTRONIC ARTS INC ALL 
OTHER TRADEMARKS ARE THE PROPERTY OF THEIR RESPECTIVE OWNERS. 

^ The Pritna Games logo is a registered -trademark of Random House, Inc., registered in the United States 
and other countries. Primagames.eom is a registered trademark of Random House, Inc., registered in the 
United States. Printed in the United States of America. 

Visit us online at www.primagaines.com 

























